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{ Has some robot burgled your
covertape? Ask your
newsagent immediately!

Want a disk version of the covertape?
Also °N DISK (6128 Plus owners take note) Check out the
@  tape pages for details on how to order your copy.
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Professional
programming

Ever fancied the money, prestige, and

glamour that professional games pregram-

mers enjoy? (Like heck!) Here's the AA
gvide to making a living from games...

The Addams
Family
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Last month you played the demeo, this
month read the review! How can
Ocean even think of abandoning the
C€PC when it can do games like this?

Lemmings

They're tiny, they're cute and they’re
topping themselves by the thousand...
vnless you can stop them!

b
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Bonanza Bros

“Coo, everthing’s automated now,
isn’t it Mrs Boggins?”

“0oh, yos. Had my house burgled by
a couple of robots the other day.”

“] know, | know. And the buses
never run on time either.”

Hold the

front page! 43

Discover the ins and

outs of proeducing your

own magazine with Adam Peters’
new serios. This menth: writing
copy, word processing and how te
plan your magazine’s contents

L]

Your CPC is a powerful creative tosl.
There are several packages which let
you compeose, paint and edit your own
pictures on-screen. We pick the best
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PROFESSIONAL GAMES PROGRAMMING What it
involves and how o get into it

AMSCENE All the serious CPC nows from the
past four weeks

TECHHICAL FORUM Adom Waring takes on all
your technicol problems

THE WACCI PAGE The world of the CPC,
auording fo those bolfins ot Waei

MASTERING MACHINE CODE Your last chance to
brush wp on the theory...

PUBLIC IMAGE The lotest news and reviews
from the public domain

HOLD THE FRONT PAGE! Nome pub a8
lishers ohoy! AdamPeters launches

o new series on fantine production
TYPE-INS Three excellent reader progs, plus
Jerry Glenwright's latest BASIC lesson

BUYERS GUIDE We show you the best arl
packages for your Amsirad

games
HOW A GAME IS MADE Adam Peters brings you
tha latest news from Codemasters
RESCUE FROM ATLANTIS Get sel to maoke o
splash as you dive to the ocean bed to explore
an alien spateship!
THE ADDAMS FAMILY Doch, they're so weird!
We go wreeping round their creepy house...

LEMMINGS Everyone wen! berserk over this on
the 1é-bits - what's the Amstrad version like?

BONANIA BROS Surely robols should be
programmed not to burgle people’s pads?
CHEAT MODE Gosh! - indudes Parl 1 of o
solution to Sphinx Jinx (AA7S voveriape)

BALROG The hairy one is having to make do
with 2 pages. And he's not happy!

ACTION REPLAY Two pages stuffed with all the
latest budget re-releases

OM THE GRAPEVIME All the gossip on those
tasty new games coming vp...

BUYERS GUIDE: GAMES We list the CPC's best
land, sea and air simulators

regulars
COVERTAPE Everything you need to know
abovt this month's programs

REACTION Oh dear. The mysterious Dr. Fegg is
on his soopbox again

SMALL ADS If you're short of cash or short of
kit, this is the place to look

SUBSCRIPTIONS,/BACK ISSUES Fill in oll those
gaps in your AA collection AND take e lock ot
owr brand new FREE GIFTS...

SPECIAL OFFERS It wasn't easy, but we did if...
Pralext, with £10 off! Plus alher goodies loo

AAFTERTHOUGHT Reckon you cam weil for nexi
month’s isswe? Here's what's in it!

N h T
playable
doamo

iemplete
gnmr

completa

prog I

Pawer Poge

W Lemmings demo - four complete
levels from Psygnesis’ blockbust-
ing new release (reviewed on p30)
@ For technical reasons, this
program will not transfer fully to
disk. The Ablex disk version, how-
ever, works as normal

N Type-ins AA8O - all the readers’
progs from the May issve, just in
case you covidn’t type them in!

B Pokes galore! - a giant wodge of
pokes for all the best games.

8 Dragentforc - mystical
adventuring but with arcade action
- complete game from Hewson

B Power Page - from Robot PD,
probably the best PD desktop pub-
lishing package youw can get.

® This program must be transferred
to disk vsing the special built-in
routine before it can be used

HOW TO LOAD YOUR COVERTARE

Loading the progroms couldn't be easier! Type
RUN™ {followed by RETURN] and press a key to start
the tape. (A shertcut way to get RUN" Is to hold
down CONTROL and tap the small ENTER key.)

A menu screen will appear in a short time.
Select the program you wish to load. Press SPACE
to highlight the program you want followed by
RETURN to load the program.

Note that BASIC progams (e.g. the pokes) must
be loaded direcly from BASIC with the RUN™ com-
mand.

# i you have a disk drive connected to your

Disk owners read this!

Hf you have a disk drive, you'll only ever have to load
from the tape once - all programs are transferred
easily to disk.

Insert a blank formatted disk into the drive and
the covertape at the start of side one into your cas-
sette player. Connect the REM socket if you have
one (6128 owners) - itll automatically stop the tape
in the right places when accessing the disk drive.
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machine you'll first have to type ITAPE
to switch the machine to tape loading
rather than disk loading. (The |
is obtained by pressing SHIFT

and @| The computer
will load the next program.

program
details over
the page

Load the menu program in the normal way and
select the TRANSFER TO DISK option. Follow the on-
screen instructions and press a key when the
computer asks you to. i's as simple as that!

i you have problems you'll be asked to rewind
the tape and try again. if so, don't panic - follow the
advice for tape loading troubles. Stll ne luck? Then
Ablex will replace your tape. See overleaf.
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Owners of the 6128 Plus are unable to connect a cassette recorder to
their machines. If these or any other users would like a copy on disk,

simply snip off the coupon on the corner of this page and send it with
a cheque/PO for £2.00 made payable to Ablex Audio Video L
AA82 disk offer, Ablex Audio Vi
Halesford 14, Telford, Shropshire




Loading: Leammings mus? be run

dircct from the main menv

Hirrah! At long last the most famous computer
game of all tme (er, apart from Tetns and Kick Off
Z) reaches a computer screen near you, and we
have four levels of the ace puzzle game here for
yOu 10 pit your wils against

There are two different sorts of playable demos

EEI---I--- g
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| lﬂlk"hl‘mh’ Watch owl world, it's lem-
mings on patral. Nothing can stop them!

B More merciless walking from the litte
purple thaps. Tetally astounding, ah?

Here’s what you get...
We can't really give you any Tips & Tactics for this one, dudes, secing as three of the levels
are so pipsily easy we'd give it all away. 5o, instead, here are just the maps of the four levels
we've given you, together with some inane commaents from Adam...

4 This is a

totally simplesome
cave, with just @ few
bits of rock for an

opponent.

v There
don’t seem lo be any
obeiaclos ot all on this
level. But that drop
lecks a bit lang.
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you can get. There are the ones that give you a
massive chunk of the game to play, and are virtu
aly complete games i themselves (eg Turmcan 2
Stryker & the Crypts of Trogan). And then, at the
other extreme, there are those demos that really
just give you a taste of what the game is lke. You
can hnish them or second go, and
they really just serve as adverts for the game and
an opportunity to see f you like the game style or
not (eg Turtles 2, Thunderjaws).

Lemmings f..ll firmly into the latter category
Of the four levels provided, three can be finished
at the first attempt and the fourth only presents a

on your frst

shore-term L"d'lt:"i.,t But, as we've said, t gives
you an opportunity to see if you fike the style of
the game. S0 | ur'.::H i that!

More info in our centre pages review...
emimings combrols
Javitick or curior contr




B Doesn’t look wery exciting, does It,
dudes? Yeah, bul wait Hll you play ..

B All the screens look very similar, so a bit
of mapping might be called for.

< Dragonfore

Loading: Drogoniorc is on side two of the
tape, and must be run direct from the
main menu.

We're not much good at Dragontorc, so we've
asked our mate Jon from Your Sinclair about it.
What do you have to do then, Jon?

“Well, an evil witch queen Morag the sheep-
stealer has also stolen the five crowns of King
Arthur {or something), and as Maroc the mage you
have to try and recover them and gve them to the
wizard Mertyn (or something).”

Great. Thanks Jon.
“This game was first released in 1985 on two
formats. The sequel to Avalon, Dragontore is...”

Er, yes. Thank you Jon.

"The game was originally programmed in

L

No, stop! Enough! You move the joystick to
select whether to move, use a bane (kills baddies)
or call up a servanl (searches trees for you, looking
for inaccessible pick-up items)

There are lots of objects to collect and 250
locations. It might look a bit old and nobby, but it
scored 86% (AAZ) and has more longterm appeal
than most games today.

* Dragontore controls
Keyboard or joystick contrel

fr.ame %
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We go to great lengths to make sure that our
covertapes work properly. They are checked
directly after the master copies are made and then
again onco Ablex, our duplicators, have run off a
series of test tapes. Only when we give the final go-
ghead are the tapes on the front of the magazine
actually produced.

However, a few of you may still have difficulty.
H so, the problem may be with your equipment. Try
the following:
® Try loading at several different volume levels if
you're using an external tape recorder. Computers
can beo fussy about the volume they will load at.
& Clean the tape heads. This can be done with
any commercially available cleaning kit. Or else
use a cotton bud soaked in alcohol. Gently rub the
surface of the heads and pinch roller to remove
that layer of accumulated grime.
® Adjust the cassette recorder's head alignment.
The alignment screw is located just to the left of

“TAPE WON'T WORK?

the tape head, and is usually accessible through a
small hole. Rotate it a fraction at a time with a jow-
eller's screwdriver. When the crispest sound is
heard, tho alignment is spot on.

#® Sometimes the tape spools can jam or slick at
a critical moment. Check the spools in your cas-
sette rotate freely, if necessary giving the casing a
slight tap against a table adge just to make sure.
i, after trying the all of the above, you still can't
get the tape to load then you can return it for a

replacement. Send the tape, along with a brief
description of the problem with an SAE to:

AA82 Covertape Returns,
Ablex Audio Video Lid,
Harcourt,
Halesford 14,
Telford,
Shropshire TF7 4QD

iRimim

rlCK-1.5T & RICK-2.57

SOLOMON.JKO

More heartless cheating mext
menth, and il there are any
games you'd like to see pokes
for on this tope, write Boi
Poke Requests, Cheat Meode,
Amstrod Action, 30 Monmoauth
Street, Bath, Aven BA1 IBW.
We'll put Uncle Phil Haward
shraight en the case.



(] readers’
| programs

$©
¢1

-5
M

g g
O Power page <= §,)/ U1

'C

| s P o Leading: The Type-ims be run from
5 ffﬁ ﬁﬁ@ﬁ‘l | e e mmmﬂrﬂmm
| \ | |« Tekt name [printed in bold below).

ETEE.  (ERemint ey |
‘_._‘-—.{.;-5_-1""_: |, |
| E e i) BT

lt

-
B e

feature a series by Richard explaining how to get the

most out of PowerPage very, very soon. METRO.BAS
Ever wanted to do your own magazine? Well now

you can. PowerPage prints out megaflash A5

pages, and does everything you could possibly

want. Ace.

> Tape Tape Tape rupe

* PowerPage controls
Joystick comirel -~ see
public domain software on our covertape, and here inshucions file for Il
we are with the best PD desktop publishing pro- ;
gram, Richard Fairhurst of Robot PD's PowerPage.
There simply isn't room here to go into all the
getails of what you can do with the program, and
there isn't really any need either. Good old Rich has LEDas
included a massive DOC file with the full instructions
on it. This can be run straight from the PowerPage
main menu (RUN"DISC).
Remember, our new desktop publishing series
has just started (page 42 of this ish) and we wil

disk file

WHAT'S ON THE DISK? HEADLINE CREATOR For MODE 1 TO 2 Transfers mode
You get more than just a DTP pro-  knocking up big banner headlines 2 screens (from art packagos otc)

gram with PowerPage - in fact  for use on your pages. into mode 1 - only mode 1 pic-
virtually a full disk worth of stuff, TEXYT EDITOR A smple ASCH  tures can be used as clip an.
including word procassor INSTRUCTIONS A massive 40K
TEXT COMVERSION Converis DOC file telling you everything
THE PROGRAMS text from other word processors  you need ko know,
POWERPAGE The main pro-  for use in PowerPage. BOULDERS.BAS
gram, and the best PD desktop FONT GRABBER To wmport @ Ontop of all this, there is also
publishing package there is. fonts designed om other programs @ selection of fonts and headline

FONT EDITOR Design your own  [e.g. Advanced Art Studio] and  fonts, together with some picces
fonts with this briliant (ittle turn them into a PowerPage of clip art (in CUT format) which
program. friondly format. can also be used with Stop Prass

rfape rape rape rape rape rag
tern *ape fape .

into mountain biking
Get into MBUK

0 High speed downhillers tell all
Biking in the mountains without dying

O The coolest biking gear reviewed

O Flying Scots recreate the original
MTB race
And loads more great action! Only £1.95 in the shops NOW

MBUK - Britain’s best selling bike magazine
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Bartanan 2 ... .99
Batman The Caped

Cnesaces ... 3.59
Batman The Movie 399
|| e i
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Boulderdash 09
Bowing 3.9
Bubbile Bobble 399
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OFTWARE CITY

Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304 (Mail order only)

Call us on: 24 Hour Credit Card Hotline 0902 25304 Z= &3 E ¥
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Hero Quest Wic hiored : : ot !
Expransion . 5.09 ?W| a¥ e A
Huckon Hawk 79910991 ]
m’ﬁ !J W ? W H“cm .......................................... T" m SRR LEELIES - - :
Lemmings ... Hew 10591399 : I
Manchester Lint Pm'm-uus CUSIOMEr Y. ... niienns Raference ND..............ccooceeeeieesvemeeen :
Europe 899 1199 | Name of game Computer Value
Never Encling ! P :
Story 7 Mew 7.99 1099 : I
Nosth and South.. 8.99..1199 | }
Ciutrin Eurmops A5 11991 I
Pit Fightes 7991299 ! |
Poilwemrth 569 TW. 1
Prince of Peria 7.59.10991 I
Rt A%9.1099 1 g
Shoe People New 7.99.1099 [
Sin City 99 19601 ]
Simpsons 199 TDWI F’Oﬁtﬁﬂﬂ !
Smash TV 7591099 | TOTAL i
- e A ‘]I'IW: POSTAGE RATES - Plaa: nd:IiﬁpﬂJ-l and pack I v £5 :
j =3 - ar agjeng on all orderns
gﬁrﬁﬁn:cr e INA ‘Iﬂ"i'"?l Eﬁﬁwmtiw o Non CCMM add £2.50 per ilem AABS :
imvaders 799 NA| YNy Ohecin « Chacuod piyatis 1o Sovmss ity !
Terminator 2. 7991099
bl Lo o ik IIEIW | CREDIT CARD NO. EXPIRY DATE .+ i
Worlkd Class Bugby. .. 7.99.10.99 OROE
WWT Wrestiemana B9 wwlsmmrunz DATE ACCEPTED |




5" Mega Drive £79.95

(Including FREE MS800 or 10 FREE Disks)
FEATURES

800K per disk when used with MS800 (supplied FREE), RAMDOS, ROMDOS,
or RODOS.
DUAL MODE: Mode 1,—The Mega Drive is a complete alternative B drive.
Mode 2.—The Mega Drive will also format up to 800K pu disk
SIDE SWITCH switches the disk berween side A dnd side B of your 3.5" disk.
EXTERNAL PSU. the power supply is external, and should the need every arise
is easily replaceable.
MULTI-COMPATIBLE The Mega Drive is compatible with almost all other
computers, so that is you change computers you can transfer you MegaDrive.
Only a different lead and connector required.

%  COMPACT SIZE The Mega Drive measures only 7" x 4" x 1",

* RELIABLE 'IhL Mega Drive uses the most re liable TEAC mechanism, and
assures you of trouble free operation. Full 12 month RTB guarantee.

FD1 Disk Drive................£79.95 [ % |3 Enquiries Welcome
Overseas Orders Welcome BONZO SUPER MEDDIER.........£13.95

MSB00 - the STANDARD in 800K storage................£9.95 | now Inc Judes the BONZO }!A(KF’AE:H . E*'!il-'l-f‘ The most compre-

s ; hensive ape o disk willity. Supplied on disk with a huge database
\I.‘H W) ':'|'|.1-I‘|r.' II“." ”l.l.ﬁ =: l'"1' N-I"' '-1'-"“ ‘:1““(.' o store '.:-p 1o ‘)I- 'u.'."!n:.'d :r.“'.}:-‘.'T\. PT‘KI-”L'!.."\ .,’_|_|1.~| ,'I.-l: wee* kT Lll'\r.‘\'r'\

e e R e e e s | DONZOREY. - 813,95

become the biggest selling software of its kind, by far. 5o BALL

much so that many people have converted their earlier 3.5* | oW includes BONZO'S DOODAH and 4 adventure games - FREE!

and 575" drives o dial mode capability, and sw itched {U Tape 1o disk transfers. Deals with all forms of SPEEDLOCK. Works
2 : ol - on all CPC's and produces stand alone transfers. Huge database of

MSE0 ot fin "
verified transfers

FEATURES INCLLUDE:-

"wl".lj'\'._ .;||_:|U|.'__ or 2 1 lﬂ{';\_ r”_-r .\idt'. C”:“p:”“,h_. "J.':-i]] L{” TP H{}N?JD BIGBATCH sEEReEEEE nnuu-.,n-iig-g‘s
FAST, FLEXIBLE database. Suparb foothall pools predictor, plus a

and CPC+'s CP/M+, MF11, Stop Press: and all other sofi : g s ;
- o 1 fric F MEMOTY sav SLREEN & SP 2 DESIGNE
ware, 04 or 128 directory entries; verify disk: disk COpY; file uscr fricadly memory saving SCREEN & SPRITE DESIGNER

and batch copy. Unlike most alternatives each disk initialis BONZO FIASI{FACK ---------»---------«59»95

es the computer for its own format without using up any of | "The best all round BASIC extension program® WACCI. FLASH
the storage space. Once a disk has been formatted, MS800 | BASIC adds around 70 extremely useful RSX's (o use in BASIC pro-
itself is not necded grams. The resulting progs will run on any computer without the
. : s . et resence of FLASH BASIC. Includes a database and other excellent
Formatting up to 400K each side needs a SIDE SWITCH on f"?i:l:'l‘:[‘h?t" Programs. 2

sannn uu£ 1 2-95

ll'lr: {!I‘iw.'. ‘m,- can supply a _‘-sdt_ sxirich MHE *'-impla_-* fitting
SP E C’AL OF F ER e i e .1;;;:&;;;::,;1:;T['g,',;;;"'5’24-95

imstructions, suiable for 35 or 5.25 sk drves WIS WY WA
40 X 3.5" Disks & Disk Boxes FILE TRANSFERS

CPC To/From PC's, PCW's and Others
i £29 95 11 2in1......524.95 MFU .......529.95
(XX ] 00 {Both programs run in CPM+ NOT CPM 2.2)

MP3 TV TUDEL ecveerecrerrerserrecrensen£29.95 464/464+ OWNERS

CTI'1 Clock/Radio/Alarm. ..........£14.95 :
Want a DISK DRIVE? Cannot fine a DDI-1?
MPS & CTI "“""""""""""“"""539'95 Exchange your 404 for 01 28......cccmmmenissiamassis 5129.95

MAXIDOS {With FREE PRUCD]’YHI 3.95 Exchange your 404+ 10or 0128+ s 949,95
THE MOST COMPREHENSIVE & EFFECTIVE GENERAL I1's cheaper than buyimg o DIN-1, Rampack, & ROM
DISK UTILITY AVAILABLE FOR THE CPC

* A% %

191 Watling Street Road, Fulwood, Preston PR2 4AE

Phone 0772- 701248 Fax 0772 703131

(:.V.L. Microform (Dept AA7)

MAXIDOS is fully compatible with RAMDOS, AMSDOS, and OTHER ITEMS L E
CPM formats 25" Disks (Mitsubishi Branded) (100 ... £7.95 L
COPY files/disks; VERIFY disks; RESURRECT erased files,FAST 3" Disks (Amsoft) (10) d ) L E1905 g
FORMAT Amsdos/Ramdos/Romdos: IDENTIFY format; CAT files '.q-- CF2 Disks (Branded Bulk) (10) £15.95 —
(inleuding erased ones) optional status/address/length/eic; Pl q'.-*(' |' g f "f. F2 3* Disks (10 R i g o .i"il‘}' T
ALTER user areas; MAKE/UNMAKE system or read only; DIS T ; S R
PLAY of PRINT files ...and MUCH MORE. BEST sector editor | 3.5” Disk Box (Holds 40).............. 2 — -
EVER for the CPC. All standard editing facilities, PLUS file map- | 3" Disk Drive Head Cleaner .............ocinncinn #4095 =
ping to screen or printer, auto step by step movement through | 3.5 Disk Drive Cleaner ! s . ! 495 c -
a file, string and byte. SEARCH through file/disk. FILE ARCHIV- | Printer Lead... e N ) T g :
ER backs up disks to tape; variable baud rates. SPEED up your | 64K DKuonics RAM PACK oo 39.95 = E =
disks! Unique optimise, re-arranges your crowded disks, making 6128+/464+ Adapter... £0.05 —. ———
them Joad up to 50% faster, a0 e -

Phone your order before 3.00pm for same dny drspulch e
All prices include VAT, postage & insurance for UK. & BFPO. Overseas orders charged at the cost of airmail

postage. Trade enquiries welconie.

G A 0% Phone 0772 701



BALROG CUT DOWN

| have heard, from a reliable source, that the editor
of this rag has decided to restrict the Balrog's
excellent adventure columin to two pages! Why? This
Is the best adventure column in any ‘glossy’ maga-
Zine and deserves {0 be gwen free ren. There are
many adventurers that only buy AA to read those
few pages, and f they went, a Iot of A& readers
would stop subscribing.

Grimwold the Dwarf

Chudleigh, Devon

e — ———
R R W e
e e

Adam: Dear Mr Dwarf, here are the best and worst
featuras in the magarine, according to our readers
(averaging out the scores out of ten awarded by the
1,215 people who responded to our readers’ poll):
The Best: 1) Action Tast
2| Reaction
3) Cheat Mode
4) Buyers' Guide
5| Grapevine

The Worst: 1) Machine Code

2) Gallery
3| Bairog

4| Aafterthought
5] Helpline

You'll notice that of the bottom five,
Aafterthought has been scrapped, Helpline re-organ-

£ #

REACT

Summer’'s here and the time is right for dancing in the
street... And here’s ADAM PETERS with this month's
Reaction. Is it going to be completely bogus this month,
Adam? “I certainly hope not.” Why? “Because bogus means
crap, as anyone under the age of 35 knows.” Write to:
Reaction, Amstrad Action, 30 Monmouth Street, Bath, Avon

BAIl 2BW, It's completely un-bogus.

ised, Machine Code and Gallery cut in size by 50%
and Balrog cut in size by 33%. Space is very limited
in AA and in order to include new series {eg PD, DTP)
it is necessary make some cuts somewhere.

For every person who swears by Balrog, there
are another two or three who wanmt the section
scrapped. We've cut down the sire of the adventure
soction, but we hope to be making better use of the
space available. Are we turning our back on our
adventure fans? No way. The section isn't going to be
cut down any further, and there is no.question of
scrapping it. And we're going to be including adven-
ture stuff in other sections of the magazine every
now and then. Next month, for instance, our Buyers'
Guide: Games will be on adventure/RPG/strategy
games [and itll be written by the Balg]. And look out
for PD adventures in Public Image.

The decline in new full-price games has seen
Action Test fall in size by 50% over the past two
years, and you really expect Balrog to stay the same
size forever? There hasn't been a commercial adven-
ture out for the CPC for years, surely?

SWEARING SOFTWARE 4

As | understand it, Ocean's game Dragon Ninja has
a message in it that would offend certain people.
But why is everyone up in arms about 7 As most of
us know, children are not the fittle darlings' that a
lot of parents would have you believe. Anyone who
lives near a school would probably confirm that the
language they use would give Mary Whitehouse a
coronary, it is a part of growing up. Mind you, find-
g a message ke that in a commercial game is
not something you'd expecl. But are Ocean really
50 sorry about it?

If they have an ounce of business sense
amongst them, they will surely have realised that
publicity like that is no bad thing. | expect that
someone were to check the sales figures following
this revelation, they would show a definite upwards
curve. Why? Because the ittle darlings’ have been
buying the game just 50 they can try and hack into
it to see two controversial swearwords! | would
wager that the top people at Ocean are not weeping
in sorrow, but are laughing their collective socks
off, thinking of all the extra sales they have reaped
from this. Can we now expect other companies to

follow suit and ‘inadvertently’ leak details of swear-
words in games to boost flagging sales?

Simon Avery

Chudleigh, Devon

Adam: Are you sure about this, Simon? You'd have to
be a really sad case to spend £3.99 on a game just
s0 you can be told to “f- of" by it. .

DEAR MARYANNE

As a boy who witnessed the great AA sexism
debate and Emma Broadley's rantings, | am upset
that you have let down Amstrad Action's reputation
as nonbiased by making a blatantly sexist remark:
“send in your comrrespondence (female readers
especially).” You seem bent on separating your sec-
tion of the mag for females only. This is
disappointing to say the least.

Ciaran McNulty

Stourbridge, West Mids

Adam: We're keeping Maryanne well away from the
letters pages this month, after she teok up most of
last month's with photos of bunnies [tsch). So I
answer this guestion: you are totally and utterly
wrong, Ciaran. Women are rarely encouraged to get
into computers or computer games. Our recent read-
ership survey shows that a massive 95% of our
readers are male.

There is a problem in this, as it could help to fos-
ter an unhealthy ‘boys club’ stmosphere, with women
[whe form the majority of the population] pushed off
the pages of this magazine all together. Creating a
climate where women are not discouraged from get-
ting into computing means increasing the profile of
the women already involved. Look at this month's
Reactiom: twelve correspondents/writers, every sin-
gle one of them male (Grimwold the Dwarl is male,
wa've checked).

We're not into printing letters just because
they're from women, but the more letters from
females we get, the more chance of some of them
appearing in print.

So i's not just restricted to Maryanne's Mail,
Ciaran; | wart more women writing to Reaction,
Adam W wants more women writing to Forum, Phil
Howard with Cheat Mode, and so on.




Almost seven years age, Ansirad Achon
was founded by some out-clwork hacks with a few
quid in their back pocket. Over BO issues later, and
the same pecple produce twenty magazines, each
seling tens of thousands of copies costing a few
quid each. A few simple sums show you how much
money is to be made from computer magazines.

Of course, you shouldn't try to compete with the
big magazines like AA. This is for two reasons: the
first is that they have lots of money already, and
you don't. | know this from comparing the amount
of money AA is paying me 1o write this column, and
the amount | get paid for writing my column in
Artificial Intellgence. The second reason is that if |
tell you all how to write a magazine that will com-
pete with AA, Rod might well apply electrodes to
sensitive parts of my anatomy. Now I've never been
beaten by an editor before, and although | think Rod
would back down when faced with the Fegg ice
pick, | sbl wouldn't be popular. So no luck on how
to start your own major publishing company.

What you can do, instead, is run 2 fanzine. Of
course, that's not to say that there's no money n
fanzines. A typical fanzine costs about as much as
a news-sland magazine, but has black and white
prnting only, and you don't have to pay newsagents
half the cover price because you sell it yourself.

There are two types of fanzine: e trz-
ditonal paper fanzine, and the disk fanzme.
Although disk fanznes are still relatively unknown in
Britain, they're very popular in France. A French disk
fanzine has music playing while you read the arl
cles, graphics that would put most games to
shame, etc. However, they do have one disacvan-
tage - they're in French. Why ther editors haven't
realised where they're going wrong here, | don't
kmow, but it effectvely means you don’t have fo
worry about competition from France. You can
make a disk fanzine with just a few text files on 2
disk, with a program to put them or-screen.

This becomes pretty tempting, because produc:
tion of a paper fanzine is an absolute bummer. First
of all you need a DTP package. Once you've bought
this, you'll find that the instructions are completely
incomprehensible, and you'l 2o and buy a word-pro-
cessor nstead. You read the instructons for this
and don't understand a word, so you go out and
buy 2 pen, and wnite all your pages out by hand.

Some people have zctualy figured out how
to work their DTP packages. The only problem is

How

DR BERTRAM X FEGG is back, and this month he's going to be dishing the info on how to run
vour own magazine (and make loads of money doing it). Take it away, Feggie...

B  Meel Mr Stapler. Along with Mr Pritt
Stick and Mrs Lotraset, you'll need them
to be on your side in fanzineland. Blip.

that the only features they know how to use are the
clip art and font opfions, so every page has at least
five small pictures of Christmas trees, a bunny rab-
bit and a map of Britain, together with a headline in
Gothic script magnified eight times (to bring on that
peculiar sensation known as vomit). If there's still
any space for actual articles (unlikely) then an
unwritten rule of home deskiop publishing states
that they must be in text so small you can only read
it with 2 magnifying glass, and the font used must
be a really naff futuristiclooking one.

Other people, zlthough stumped by the desk
top publisher, know how to work a wordprocessor,
and so produce a whole fanzine on this. This brings
a really excitmg feel to the whole magazine: pages
upon pages of pure text! That lovely Amstrad DMP
NLQ font (remember that on Amstrad printers, NLQ
stands for Not Letter Quality), and if you're feeling
really adventurcus, you can even use (pause for
breath) bold letters! Just when you thought the
reader couldnt stand any more excitement, you
knock them out cold with 2 few headlines produced
with Letraset, to give that really professional feel.
(Please note that Letraset is a copyrighted trade
mark, so every time you read that word, you must
send some money to Letraset. | am an acting agent
for Letraset. Send zll money to Fegg Enterprises,
address on page 2.)

You'll need some way 0 duplicate your
fanzmne. If you've decided on a disk fanzine, this is
where you start smiling, because all you have to do
is boot up a disk copier and copy the fanzine over

to the customer's disk. For this you can charge
over @ quid (this is the same way that PD libraries
make their money). However, if your fanzine is a
paper one, youlll need o get it photocopied. Taking
it down to the local library and photocopying it there
IS not a good idea, because a 40-page fanzine will
cost six quid to produce at 15p a sheet, At this rate
your first million isn't going to come too quickly.

A far better idea is to save up for your own pho-
tocopier. There is one slight problem with
photocopiers — they're crap. When they're not miss-
ing the edges off your pages and making the whole
page either too dark or too light, they're usually
refusing to work at all. However, Fegg Enterprises
can help you here agamn. For 2 small fee of only
£500, Doctor Fegg will personally come around fo
your house (please make sure to leave the door
open and the video unplugged) and kick the photo-
copier, If it stll doesn't work, it's time for some
heavy-duty electronic surgery with the ice-pick.

So, that's all you need to know about how to run
a fanzine, apart from one more unmportant detail:
the articles. Luckily, these are pasy enough. To
start off with, you'll want to gve your fanzine a bit of
‘gravitas’ by getting some bespectacled techie
nerd to write incomprehensible machine code art-
cles. Then you can review a few bits of software
(with the very latest games reviewed, such as
Harrier Attack), print 2 few Multiface pokes (for
games such as Harner Attack), which you can copy
out of the big mags anyway, and bist your brscores
on 2l your favourite games (such as Harrier Attack).

To fill wp a few more pages, print a list
ing. When this gets to ten pages long - which is
how long vou want it, to fill up as much space as
possible — nobody wil type it in 2nyway, so you can
write whatever you lke. Just to make sure that
nobody types it in, label it a ‘Simultaneous
Equations Solver’ or “Light Cycles game'. Finally,
write an article about how you produce the fanzine,
and make up some letters for the letters page, such
as “Dear Edtor, | think your fanzine is really terrific
and much better than any other I've ever read”
Nobody will suspect anything, except those people
who realise that s the first issue and 50 nobody
could have written a letter like that. Intefigent peo-
ple like that are probably off earning lots of money
with their own fanzines anyway...

» Next month Dr Fegg will tell you how to write
your own programs. Don't miss it.



A few months ago we asked you to send in pho-
tos of people reading A4 in strange places,
celebrities reading the mag and so forth. Despite
our offer of lavish prizes (£10 for the best pic of
the month) we've only had a handful of entries
so far. Here are the best of them:

] What ho, here's Edward Furlong, the

star of Terminator 2, relaxing with a

cat and a copy of AA Our art depart:

ment have been studying this picture

using owr ultrasomic hees digtal

scanner, and we can exclusively

reveal that this is in fact a poster not

a real person. David Agrawi of Reading has cleverly stuck in a phato

of Amstrad Action, and only the cut line around the cal's paw gave him
away. Nice try pal.

Its Norge! Yo Norgie! (Er, who's

Norgie? - ed.) He's an army type dude

Rod, and here he is taking a break from

re-fitting an engine to a Challenger Main

Battle Tank. And what's that he's read PRy | ,

ing? Why, it's every squaddie's favourite i il & ol

mag: Amstrad Action. Seargant SA Y

Ellis of the 3rd Royal Tank i’
Regiment sent in the pic. Nice one. ‘

Finally, here's a picture from Marcus Durham of Farnham, Surrey.
Marcus went to Florida recently, where he took this picture of Donatello
‘reading’ the mag (or rather, someone else took the picture - Marcus is
in it you see). Says Marc, “please try and disassociate me from the
Turtles, but you did say some-
one famous had to be holding
the mag and you can't get more
famous than them. Besides, |
= couldn't find the Muppets.”

All the entries are fab, but we

decided to send the £10 to

Marcus because he went all the

wollh N FER way to America to take the pic-

ture, which smacks of real

dedication. (Er, it's just possible

that he didn't go over there purely to take the picture - ed.| We're upping
the odds, folks, and offering £20 cash for any pictures of bona fide celebri-
ties [not cardboard cut-outs, posters or waxworks) reading the magazine,

celebrity CPCs

NO 1 CRAIG MCLAUGHLAN

Every month we talk to a major celebrity who we

reckon might own a CPC. This month's caleb is

former Neighbours heart-throb and pop star,

Craig McLaughlin. CPCs are popular in Australia

and Craig could well have bought one a few years

ago. We rang Craig up to ask him what his favourite game is. He said,
“Christ man, it's 4 am. I've been out lugging spitties for a barbie all avvo.
Who lagged my number? Fair dinkum, get off the phono | need a sleepo.”
And then he hung up. We asked Ange, who watches Neighbours a lot, and 3 th Street, 7 i
she reckons Lotus Esprit Turbo Challenge is probably Craig's top game. id win £10 and fame beyond you 11
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A GAME IS MADE

making a game of it

PART THREE

Taking shape

It's the third month of our How A Game is Made series. Photos are racing in
from Morecambe, graphics are arriving from Macclesfield, and ADAM PETERS
is sitting at his desk in Bath, pulling everything together...

Large things are afoot in the world of Big Red
Software. Jon Cartwright, the bloke who will be pro-
gramming Seymour's Wid West, has been taken on
fultime, and the whole gang are getting set to pack
their bags and leave Macclesfield. They've booked a
space in the latest new building 1o appear at
CodeMasters' Leamington Spa HQ.

As this issue was going to press, we got a call
from Big Red dude Pete Ranson. He has now com-
pleted all the other projects he was working on, and
i turning his attentions fullbme to Seymour's Wild
West. A lot more graphics, particularly backgrounds
{see below), have been designed, and the game is
starting to really take shape.

Pete has slarted collecting all the puzzles
together and is deciding which ones to use in the
game. Depending on which puzzles are chosen, he

the man with the code

Here's the bloke charged with programming the code
for Seymour's Wild Wast. He's called Jon Cartwright,
he's 21 years old and he's got a degree in computer
sclenco [“we're all far too smart at Big Red™). Last
year he wrote Prince of the Yolk Folk, popularly
recognised as the best Dizzy game of recent times.

Jon originally got into programming by writing
games on the Dragon 32 (you could get a pmt of
lager and a pachket of chips for sixpence in those
days. kids). He can program in many diferent lan-
guages and has written various types of program,
including serfous applications such as databases etc,
He likes playing computer games, rock climbing, and
playing pool. He doesn't like getting up in the mom-
ing. And his favourite band ara, ar, The Polics,
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B Designing sprites is a highly skilled technique. Here we ses Big Red artist Pete Ransen
working en the sprites for the ‘death sequence’, adding a hat to the Hollywood sprites.

will then 'knit’ together some sort of story, and even-
tually, a complete game spec.

Wild West has now reached the stage where a
new face is to be added to the throng; that of Jon
Cartwright, the programmer. Having just completed
a unersity degree course, Jon is racing down from
Morecambe to team up with the Reddes at ther
new Leamington pad.

By the tme the programming of the code actu-
ally commences, the project will be into its fourth
month of development and most of the map (graph-
ics) will have been completed,

There are going to be a lot of injokes in the
game if some of the ideas we've heard so far make
it to the final cut. One idea 15 o have codes hidden
throughout the game which, when found, should be

B Geot set for @ real smoking gun western
adventure. Not starring Steve McQueen.

taken to the ‘game genie’ located at the start of the
game. The genie will then transport you to a differ-
ent section of the game, and the character is clearly
a reference to the Codies bestseling Nintendo
cheat dewice, the Game Genie,

Then there's the bus. Big Red Software is clearly
a name based on the phrase ‘big red bus’. The bus
is something of a totem for Big Red, and they'd ke
to get it in a load of ther games. But they haven't
got it in any yet. They actually planned to hire a big
red bus last year and drve it around for pubhcity!

Members of the CodeMasters team will appear
n the game and there 15 also talk ol a possible
cameao role for Dizzy. There will be phones littered
around the place - pick one up and Seymour will
ring the 0898 helpline number. Occasionally itll give
you a clue, sometimes it won't. After all, if they give
it all away, you won't need to waste all your (par-
ents') money nnging the real helpline,

As for the Amstrad graphics, these aren't done
tll a lot later. Big Red don't do straight Spectrum
ports, they like to spend time shading and colouring
the characters. They tend to do evenvthing in four-
colour mode, partly because it's easier to convert
from Spectrum in that way (otherwise it would take
too long) but also because the Reddies think four
colour graphics look really ace on the Amstrad.
Doing it in 16 colours would require double-width
pixels, which could also look like nice but just
wouldn't be possible when using the Spectrum
graphics as a base.

Next month things are going to start getting
really mamc as Jon launches into the programming,
Pete picks out what puzzles are going to be used,
and the game starts coming together in a big way.
Watch this space...

HOW A GAME IS M

GOING
FOR GOLD

Adam goes to Birmingham to rap
with the US Gold posse about life,
the universe and play-testing...

Birmingham, the second biggest city in Britain, is
home to a number of good clothes shops, record
shops and computer software shops. Unfortunately,
no-one in the A4 office knows what any of them are
called, so we'll have to jump straight to our ren-
dezvous with US Gold at their plush offices in the
Holford area of the city.

There are two large warehouses on the Holford
Industrial Estate that play & vory important role in
the British software industry. The largest of these is
the Centresoft warehouse. Centresoft are the
largest software distribution company in Europe,
and this warehouse centains more items of soft-
ware than a sumo wrestiing team could eat in a
month. And that's a lot.

® Members of the US Gold gang congre-
gate threateningly outside their otfices.

The second warehouse, sitting alongside the
first, is a smoked glass affair. One the first floor
the breadheads of US Gold, Wixx, Centresoft and
other companies whose heme computer products
the Goldies market [Capcom, Sega, Lucasfilm, 55I)
wing and dine and do all the other things that
breadheads do. The ground floor is home to the
play-testing room and the PR dudes.

The US Gold PR team is headed by Danielle
Woodyatt (Woody to her chums) and the dude AA
raps with at the moment is someone called Andrew
Watt, whao deals in both US Gold and Kixx material,

With Bonanza Bros in the bag, and Indy 4 whip-
ping in soon, Mega Twins is the only thing we're
still waiting for from US Gold. No-one knows what's
happening with Mega Twins yet. The company
unfortunately doesn't have any other releases for
the CPC planned at the moment, but we can walt
and see what Christmas brings.

As far as Kixx is concerned, it's blimmin' buget-
mania, The company is knocking out more and
mora CPC re-releases by the day. The Lineker
Collection marks their entry into the world of semi-
full-price compilations,

With Amstrad games often out-selling their 5T
compatriots, US Gold and Mixx certainly havemt
given up on the old CPC yet!
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RITING A GAME

GAMES PROGRAMMING PART ONE

Name: ADAM PETERS. Subject: Games Programming. Question
One: “So how are those commercial games we love and hate put

together? Who are the characters involved? What do they do?”

m A lot of programming work (partcularly
graphics) is done on IBM-compatibles.

The programmer may be the most important
person involved in the development of a game, but
s/he's cerfamly not the only person. It's easy to tall
under the impression that a game 15 put together
from starl to hmsh by a lone character locked in a
suburban bedroom. This is not the case. It takes a
whole host of highly skiled craftspecple to put a
commercial game together, as we now find out...

These people can be divided into two camps;
pegple based at the software house and people
working in a freelance capacity. The project man-
agers and creative director types work for the
softie; the programming types are usual freelance.
Very few software houses use inFhouse programe-
mers (HkTec use them occasionally), though the
freelance bods are often working for what 1s called
a 'development house

pecple (a programmer and a graphics dude) work-
ing from home, to a big office with a staff of a
dozen or more

Many development houses will be zble to cope
with all three aspects of producing the game, pro-
gramming the code, designing the graphics, and

writing the music. Smaler houses, mcluding the
many One-person companies, may concenfrate on
one aspect (the programming or the graphics/devel-
opment) and call n other people to prowde the rest
of the wark.

Development houses somebmes come up with
their own idea for a game, getting it to an advanced
stage of developmenl belore trving to inlerest a
software house in the project. Usually the develop
ment house 15 commussioned by a sofbe that
already has an idea for 2 game. Often the software
house will have got hold of some sort of hicence (TV
programme, comn-0p, etc) and will work with ther
chosen development house to come up with a
detailed idea of what the game should be lke.

Games programming is as disorganised as mag

one production. it's ust nmot possible to work
everything out in advance, and elements of the
game will be changed, thmgs will be added or
removed, rght up untl the moment the finished ver-
sion arrves at the duplicators

B Lots of programmers are very protective
of their code. Even in photo studias.

A Team Effort

There are loads of development houses around.
Somae of them are big, some of them are small
and some of them are middle-sized (really? -
ed). Here's a list of a small handful of dev
houses, the games they're responsible for and
the characters involved:

Big Red Software: Based in Macclesfield,
but soon to move to Codies HQ in Leamington,
CodeMasters’ favourite development house are
responsible for tittes like Spellbound Dizzy,
Seymour goes to Hollywood and Steg. The sguad
consists of two graphics dudes (Pete and Fred)
and two programming dudes (Jon and Terry),
one of whom works from home. Big Red are an
expanding organisation: programmer  Jon
Cartwright has recently joined the team full time_

Bizarre Development Based |In
Sheffield, Bizarre consists of graphics dude Paul
and code dude Richard. They are responsible for
a lot of Alternative games, including the recent
release Bangers and Mash.

Refloctive Designs: Another Code-
Masters favourite, Reflective come from
Bradiord. They have four or five people on the
pay-roll, and are responsible for (amongst other
things) the upcoming DJ Puff.

Simmer Software: Based in Sunderland,
Simmer is programmer Jeff Calder and graphics
dude Andy Wynd. They work from home, and are
responsible for the recent CodeMasters Plus-
buster Stryker & The Crypts of Trogan.

Viswal Impock: This is just one person, a
bloke called Dave Thompson, who warks from
home in Stoke-on-Trent. He's a programmer (the
graphics are produced elsewhere) and he's done
a lot of work for Hi-Tec, including the splendifer-
ous Potsworth & Co.

These are just a selection of the develop-
ment houses that specialise in 8-bit versions of
games. Many of the big softies use development
houses that produce both 8-bit and 16-bit ver-
sions. These include Images (G-Loc), Probe [Out
Run Evropa) and the shadowy Tiertex (Bonanza
Bros) posse.

There are also a number of more famous
development houses that deal aimost axclusively
in 16-bit/console games; Core Design, The
Bitmap Brothers, The Kremlin and Sensible
Software, to name but four.

It take: many hands to make lghts
work (or somathing) and here are the
characters responsible for turning a
few idle thoughts into a commercial
computer game:

The Programmer is the person
wha puts the game code together,
writing the game design program and
the code itself, and combining the
music and graphics with the code to
craate the finished game

The Graphies Artist, not sur-
prisingly, is the person who designs
the graphics. This includes both the
backgrounds and the sprites, which

Game Boys (and Girls)

—

B Here's a computer musician
working on a title tune [shem].

the programmer will piece together
into the gamo map.

The Computer Musician writes
the title tune and programs other in-
game effects. Professional computer
musicians will attempt to get funky
sound into as fittle memory as possible
(sometimes as little as 2K).

The Praject Manager works
for the commissioning software house.
They are the person responsible for
ensuring that things get done. They
hassle the programmers when things
are late, and try to make sure that all
the separate aspects of the game to

come together at the right time

The Preduction Manager has
a similar job to the project manager,
but they are responsible for the whole
range of different titles under develop-
ment. They hassle the project
managers to hassle the programmers
|programmers, as you've guessed, are
very hassied peoplel).

The Creative Director is
responsible for coming up with ideas
for games, packaging etc. They try to
generate a focused idea for what a

game Is going to be like before the
project even starts



YOU KNOW THE

COMPUTER

YOU'VE ALWAYS
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ABOUT!




#:' TING A GAME

GAMES PROGRAMMING PART TWO

JM“he club

Name: ADAM PETERS. Subject: Games Programming. Question Two:
“What advice would you give someone wanting to program their own
game? What skills are needed? How do they interest the softies?”

S$o you want to be a computer programmer,
eh? You've always wanted to see your games on the
shelves of your local computer store? You'd like to
make thousands of pounds doing something that
you enjoy? But you don't know where to start? Ah. ..

The thing is, if you completely haven't got a clue
about writing commercial games, you've got a bit of
a problem on your hands. it's very difficult, you see,
and requires a lot of hard work.

The first thing you need is to be able to pro-
gram competently in assembly language (machine
code) - BASIC simply isn't fast enough for commer-
cial games. Wnting in pure machine code is a very
long and complicated process, though. Fortunately,
programs called "assemblers’ (eg Devpac, featured
on the AA71 covertape) make the whole process an
awful lot easier and quicker. But a strong working
knowledge of machine code is required.

The ZB0 processor is the vital component inside
your CPC that does all the actual ‘computing’, and
there are a number of books about Z80 language
available if you hunt around. One of these books,
and/or AA's Mastering Machine Code series, might
be a good place to start if you want to learn the lan-
guage. You can't leamn everything from books (most
of it you'll pick up with practice) but without a rea-
sonable grasp of ZB0 language at the outset,
writing a game is a pretty hopeless task

Once you've got the skills, you'll need to put
them into practice. Don't expect to be able to write
o a software house asking them to gwe you a
game to do. You're going to have to slog real hard
to knock up a game

B Writing computer games might not bring you fertune, but it can
bring a certain amount of fame. Want to join the ranks of the elite?

E Not all programmers wear shirts like
this. in fact, this is the only one whe does.

lor at least an advanced prototype of 2 game) off
your own back. You should then send this off to all
the budget software houses you can think of. With a
bit of luck, someone will decide to market it or com
mission you for another project. Hopefully.

You won't be able to get this game together on
your own though. There are usually three people
invoived in putting a game together; there's a techie
nerd in boffinstyle glasses (the programmer), a
bloke/blokette with long curly hair and a heavy
metal Tshirt (the graphics artist), and a
chap/chapess with short hair and a baseball cap
(the computer musician).

Chances are you won't have the skills (or the
physical charactenistics, though they're optional) to
fill all three functions yourself. That means getting
other people involved. Maybe even paying them!

Yikes! It's all starting to get a little tricky now.
Not to worry, trust your pals at AA to give you a bit
of a liftup, Next month sees the start of AA
machine code maestro Andy Price’s new series on
programming a game

Maliing

B Ds you think all pregrammers drive
round in EMWs? Think again, pal...

It's a lot easier to get a break in 8-bit computer
programming today than it used to be. Many of
the astablished 8-bit programmers have moved
on to 16-bit and console games, where the
money is greater, and there is now a distinct
shortage of programmers for the Amstrad.

French software house Titus has had to hire
a British programmer for many of its recent CPC
games, and every softie we've spoken to, from
CodeMasters to Ocean, has complained about
how difficult it is to find decent programmers
nowadays,

If you've been meaning to try and break into
programming games for the CPC, but have so
far not got round it, now's the time to make your
move. But hey, don't give up the day job, it takes
quite a while to get established in a career as
fortune-based as programming. For every suc-
cess story, there are a couple of failures.

Even when you do make it, don't expect
Rolls-Royces and caviar. Writing games might
seom like a glamour job, but it doesn't come with
a glamour lifestyle. Unless you consider the idea
of working right through the night for a basic liv-
ing wage glamorous, that is.




WELL, STOP DREAMING

COMPLETE WITH FREE

PACK INCLUDES DELUXE PAINT Ill} WORKBENCH AND ONE GREAT GAME! AMIGA 600 £399.99) AMIGA 600 HD £499.99" (Prices include VAT).

Yes, this is reality. And yes, the world's best-selling home
computer has been improved.

As soon as you get your hands on the new Amiga 600,

you'll know you're dealing with something special. A lot more
compact than the Amiga 500, yet packing even more punch, this
machine is all you'd expect a 90's computer to be.

For example, it incorporates the very latest “Smart Card”
technology which means quicker and easier
loading than ever before.

What's more, the Amiga 600 will also run
existing Amiga software titles — by far the

“AT HOME"”

AMIGA 600"

largest range available for any I6-bit machine. c= CommOdOI’E

MAINTENANCE FOR | YEAR

Of course, coming from the legendary Amiga family, the
outstanding graphics, mind-blowing stereo sound and |Mb
RAM (expandable to |0Mb) will come as no surprise to anyone.

But if you really want to get serious, the unique Amiga
600HD with its impressive built-in 20 Mb hard disk is for you.

And as if all that wasn't enough, we'll even come to your
own home to repair your machine in the unlikely event of a
malfunction,

Wake up to the Commodore Amiga 600.
It's everything you've been waiting for.

Call free on 0B0D 6B 68 68 for your
local Amiga stockist.

Avallable at mosi quality computer outlets. "Monitor not included. Smart Card titles and CD ROM upgrade to be released soon. "Software not included with Amiga 400HD
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New CPC
Firmware Manual

Amstrad made a lot of people very unhappy
when it ceased production of the CPC Firmware
Manual. Without this extremely valuable refer-
ence work, i's next to impossible for
programmers to use their maching's facilities to
the full.

The l4inch thick manual contains indispensi
ble information on theCPC's disk operating
system, bank-switching, sound and wvideo chips,
ports and more. Amstrad Action has, over the
past year or so, been inundated with requests for
copies of the book, and many people have been
advertising privately for second-hand versions.

However, CPC fanatics Bob Taylor and
Thomas Defoe have come to the rescue! The
details have been passed on to us by Wacci
supremo Clive Bellaby, who says: "It's almost as
good as the original, it comes complete with a disk
or tape full of example programs and costs around
£8.75 including the disk (or £7.95 from Wacci.)"

We've just received a copy of the book in the
post and can confirm that it really is very well pro-
duced indeed. Look out for a full review next issue
In the meantime, you can find out more from one
of the authors, Thomas Defoe, on 0279 651487,
or Wacci, on 0602 725108.
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B At last! - a replacement for the long-
lamented

Amstrad Firmware Manual.

3-inch disks back in
production

Clive Bellaby also brought us news about a new
manufacturer of 3-inch disks. Much general panic
was caused when Amseoft ceased manufacture of
these disks, with all sorts of rumours about dis-
continuation of disk products, disk price hikes and
other horrors.

Owners of disk machine are already up in
arms over the general lack of disk-based software
in the chops. but whether that has any connection
with the rumours of shortages is unclear. It seems
more likeley that retailers are taking a ‘lowest
comman denominator’ approach; all CPC owners
(excluding the 6128 Plus) can load software from
tape, while only half of them can load from disk.

However, while disk-software looks as if it will
continue to be scarce, at least the future of 3-inch
disks themselves looks secure. A company called
Magtron will be producing 3-inch disks in Italy

C/=
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- COMPACT FLOPPY DISC

B No more Amsoft 3-inch disks are to
be made - but a new maker emerges.

THE ULTMATE
SUPPORT SERVICE

FOR MICRODESIN USERS ! )2
ON THE AMSTRAD CPC \J'

READ
ON

SCANNING SERVICE
INTRODUCED

Users of Campursoft's Microdesign Plus package can
now take advantage of a scanning service run by a
company called Subtle Changes. Just send the origi-
nal artwork you want scanned, a blank formatted disk
and payment. Cost is 75p per images, with a mini-
mum order charge of £2.50.

Subtle Changes can also print your artwork or
text via a Canon laser printer for high-quality results.
There is a flat charge per page of £1 [plus postage &
packing). ¥ you want to find out any more about
these services, call the company on 041 422 1601.

MUSIC TO YOUR EARS?
SD Microsystems is lzunching a new package for CPC
musicians. Called BooTracker (it's by Boo the Ghost',
apparently) is designed to let you produce soundtracks
which you can incorporate into your own programs.
BooTracker's features include the following:
« Eight octaves
* Full control over timing
# Three switchable sound channels
= Easy drum synthesis
* Instrument editor
» External interrupt-driven tune driver
The price is £14.95, plus £1 postage and packing
Interested? SD Microsystems lves at PO Box 24,
Holbeach, Lincs PE12 7. Call on 0406 32252.

NEWS... NEWS... NEWS... NEWS... NEWS... NEWS... NEWS... Lt




TECHNICAL FORUM

You can’t be serious. Oh, you are? Well, you've come to the right place then. In Technical
Forum you'll find your questions answered by resident (well, in the next office) technical
supremo and novice hamster-juggler Adam Waring, bags of readers’ tips and advice, seri-
ous products reviewed, a helpline and, as if that weren’t enough, a beginner's section
where the lovely Alex helps those just starting out on the planet they call Computing.
Whatever you've got on your mind (well, apart from that), drop a line to: Technical
Forum, Amstrad Action, Future Publishing, Beauford Court, 30 Monmouth Street, Bath,

Avon BA1 2BW.

OUTER SPACE

& | have a2 464 updated
f ...'f. with a 6128 chip, two
Jinch disk drives, a
ROM box containing
Protext, Utopia and Maxam 1.5. | use
Mini Office Il for addressing labels for
a society that | belong 1o. | am expen-
encing the following problem on which

| hope you can throw some lght.
| format a disk to Data format, giv-
ing 178K byles available. When | load
the Label section of Mini Office | cre-
ate the person's address and print the
reguired amount of labels. | then save
the data and each address shows up
as a 1K file when catalogued. When |
have saved 64 of these 1K addresses
| get a Disk Full error message. But
CAT shows 114K free. It seems that
some unknown datz is filling the disk
that does not show up on the cat
command. [s there away round this
problem? Your advice would be very
much appreciated as | have a file that

contains 200-0dd addresses.
H R Nightingale
Godmanchester, Cambs
W The problem isn't that
i'::i' l disk is getting filled up
L1 with ‘invisible’ files, but
that the directory of
the disk is full.

The disk operating systam only
allows for a maximum of 64 files per
disk. Though there's plenty of room on
the disk, there's simply not enough
space to list them.

Stering each address as a sepa-
rate file is incredibly imefficient. The
smallest size a fle can be s 1K, yet
each file will enly need 100 bytes or
s0. Most of the space is actually
wasted. Storing the data in one long

file would be a much belter way of
doing things and would get around the
problem of using too many directories

GOING WACCI
A% | have just bought a
£ "; CPC and so far | am
very pleased with it
But there are a few
things | need to know about it:
1. | was deeply distressed to find
that when | bought the computer i
only had one joystick port. Now | want
to buy a double joystick expansion.
Will this work on all two-player games?
2. Will games soon be available for
the 3.54nch disk drive?
3. | am trying to find 2 place that
sells Wacci magazine but | cannot find
one anywhere. Could you tell me
where | might find it for sale or an
address where | can send off for a
copy?
David Tomlin
Bedhampton, Hants

1. A joystick splitter will
allow you to use two joy-
sticks on your computer,
It will work with all two-
player games that specify that they can
use two joysticks. Check our mail order
advertisers for availability,

2. Ne, | very much doubt that we shall
ever see games on 3.5-inch disks,
Only a small minority of owners have a
3.5-inch disk drive whereas all disk
drive users can use 3-inch disks.

3. Waccl is not availlable from any
local shops as it is a fanzine. However,
you can got a sample copy by sending
a 3p stamp to: Wacd, c/o Clive
Bellaby, 12 Trafalger Terrace, Long
Eaton, Mottingham NGIO0 1GP. Also
check out the Wacei page in this issua.

PC PLUS

L T

Is it possible to connect the moni-

| have a 6128 with 2  tor to an Amstrad 1640 or simiar and

%

[’? 'S %\ CTM664  monitor. if so would it work as a CGA or VGA
\J want to buy a PC com-  monitor?

patible but | want to S Makin
use my 6128 for games., Dover, Kent

Ask
Alex...

Hi! It's only little me again here to help you out with your
latest batch of beginners' bruin-teasers! If all this is new to

vou, then don't worry — send your gquestions to me and I'll

do my best to sort them out for vouw.

If you do write to me make sure that the questions are
suitably simple — I'm no Amstrad expert, but only aim to
help newcomers through the maze of technical jargon that
those with a little more expericnce maybe take for
granied. Those complicated questions should be sent to
Adam W instead.

Please also remember that 1 can only reply through the

magazine — so please don't send any SAEs, The address is:

Ask Alex, Amstrad Action, Future Publishing, Beauford
Court, 30 Monmouth Street, Bath, Avon BA1 ZBW.
IT PAYS TO SAVE on cassette and the magarine didn’t

explain it very well”

I decided 10 do one of the
. 'flp'.- fus vou '.;'rlu' in Ameslvad
dction, bui when I'd finished

typing it in I didn't know how to put it




| Your monitor and the

ﬁ monitors  that

with PCs are very dif-

_J-h. beasts and it

would be very difficult to get it to work

with a PC: there are just too many dif-
ferences.

Most PCs actually come as a moni-

tor as standard, and so | think you'd be

better off with a purpose-built monitor

come

ferent

for that machine

SERIAL KILLER

have just sold my

¥ { \"I CPC464 and '\"ui-'..!d".f
| and Dbought a

W‘f‘"’ CPCH128 and

Multface . Unfortunately, my new

Multiface doesnt load any nies that |

have saved using my 464 Multface.

Could you tell me, 1s there any way 1o

get these files loaded?

G Hume

Edinburgh

Multifaces have a built-
A in serial number that is
you

h gave a program to disk

using the Multiface. When a program is

saved whenever

though = vout'ne

of 16 characters on tape and 8 on
disk

When saving 10 GEpe the com-
wess Recond

When

pider prompts you oo |
and Play followed by any key
viou ve done s VOUr program wil
Prog |_'|:_'-._| 4] |\e_' '\,-H_‘:J. LR e It ey
take a couple of minutes, depending
on the length of the program, bul
mputer will let you know
when it's done by disp
The program can by keded in
same way as vou'd load any
v either tvping |
or In

ENTER

PRTIRL
Saall shoncut

load the first program

fimls.

COMPLETE SPECTRUM
Richard Hall from Brampton has a
loaid of old Specrum games on his
bt nd wants 0 know whether
i's  possible use them on his

ymstrad

*I was wondering if you can

buy an add-on for the 404 Plus

to boad Spectrum games,”

LT
ANSWET

e 1.!.'.!';'1-._'[]: WS

Richard

is no! The comy

| stonng
inbormation

their displaving graph

being loaded it checks this number
against the one in the Multiface's ROM
and will only load correctly is the num-
bers maich

This was built in as a safeguard
against the device being used for piracy
= you couldn't run off countless copies
of a game for all your friends because
the Multiface that saved the game
needs to be present when it loads

The only thing | can suggest is that
you see i you can swap the Multiface
you have with the person you sold the
original to. Unless othor readers can
come up with a solution, that is...

TAKING SIDES
# Over the last three
[ { years | have commit-
ted 800 sides of my
teaching notes lo disk
using Protext. The college where |
work is now being networked using
AM Nimbus machines. |s there a
cheap and easy way of transferring
this information from my 6128 to the
Nimbus - preferably alowing me to
use my present system at home!
David O'Dell
Worthing, West Sussex

ics and so on. Youd need the best

1 entire Spectrum built into
yinterface 1© gl anywhere neu
t would be¢ a

mnning the games

chm seht casier o si 'I|'|\. gt holkd

i a Hl'n_-_:_'. MR 1) I vou wainl o

play them!

DRIVING AMBITION

Disk drives can be a bit baffling o

5

the newecomer. As well as Amstrad's

D-1 there are all those high-capuc
ity second disk drives wo. This is

the aiise of M Whitwosth's (from

Walsall) confusion

“I have a 4064 Plus and [ am

guite new 1o computing. | want

o connect a disk drive but am

quite confused about what o buy. In

what adveriisement in A4 it states that a

ib4 must have a DDI-1 as a first drive,
Docs this also apply o the 464 Plus?

“In other advents they list an FD1 3
inch disk drive and a 35§ inch
Superdrive. Can | buy onc of these as a
first drive?”

Wi “ I5 Ui connsng,

] the 404 Plus - doxsn
nike things any simpler! With
the older CPCab4 vou had 1o buy 2
as 0 finst drive because this
mitzins the disk operati

v in-buik softeare that

The answer is... proba-

A bly. I'm not familiar
with the way the
Nimbus reads and

writes to disk, but if it is compatible
with either the CP/M or MS-DOS sys-
tems then you'll be in luck

The main obstacle is getting the
Amstrad to read and write to the disks
that the MNimbus uses. You'll nead to
get hold of a second disk drive, either
3.5-inch or 5.25-inch depending on the
type of disks that the machine uses,
and some software to read the disk for-
mits.

2in 1 is the best program for read-
ing MS-DOS disks and Multi File Utility
is tops for transferring between differ-
ent types of CPM machines. Both are
produced by Moonstone computing
and are available from the various mail
order suppliers that advertise in AA

TELLY ADDICT

For a long teme now |
have had a black and
white telly in my room

ing a TV tuner for my monror instead

Il the disk opera

BASIC the exir

| 1oy dlisk rather than tap.
e 404 Plus already
Opecrating . sy L 1}
a4 niveche
! This mcans

the DIM-1 inte

LCONNeCon pomnes
However, things are funbe

PR | [ L A L

miemace 10 means

now two disk operating  svstems

nlace he compuler gets  emibly

contfused and rehuses o work

w5, o add a dhisk drve 1o a 4

vit do meed a2 DIDIE-1 disk

il vou need one that's been

"Z-!lu.l | r.'._l = Ul o nicm || *-l"l\.

operating is disabled, They are avail-
able ready-modified from a numbee

of suppliers, ry WAVE, 1 Buccleuch

sirevt,  umow-in-Fumess,  Cumi

IALY ISR® LY TR0

The FD-1 is '

in Gact just the disk

Imve pgmt of the D1 and so is

inly tble f you have an alresdy
3 5%mch ek

nodifed  interface

AN | iy sutable as s
ind drves because, again, you nevd
ce before

hwe DIM-1 interface i F'I

| was thinking of buy

Y
TECHNICAL FORGM

Do you have a problom? Well
you've got the right section, that's for
sure. But it's possible old
propellor-head Waring won't be able io
help. Although he can sort out all your
main techie headaches, he won't be
able to find that Firmware Manual for
you, or locate a second-hand RS232
intertace. That's where Technical

Helpline comas in.

And there’s morel There are lots of
you out thoro with specialist knowledge.
You might know all there is to know
about programming in BASIC or
machine code. Or maybe you know a
top software package like Protext or Art
Studio inside out? if so, don't be shy!
You can share all your hard-eamed
knowledge with less axperienced read-
ers by sending your name, phane
number and area of expertise to this
sectio. You won't win any money, but
youl will win lots of gratitude!

Don’t forget to include your phone
number - sorry, we're unable to print
addresses. Send your entry to:
Technical Helpline, Amstrad
Action, Future Publishing, 30
Monmouth Street, Bath, Aven
BA1 ZBW

| neod a CPCE128 TV modulator. Will
swap for Kick Off Collection, other
games, or green screen monitor.
Wayne, 071.700 0715

| have a 3.5-inch second disk drive but
nead a formatter for it Can anyone
help? | will pay expenses,

Alan, 061-620 1680 after dpm

Wanted: Disk drive for 464 Plus, two-
way port expansion, Wave Widgot, 64K
RAM expansion. Will exchange for Atari
VCS Games System plus games and two
joysticks.

Sue, 0501 41803

Wanted: CPC6128 circuit diagram or
part circuit of REM control section. Also
circuit for camcorder to CPC digitiser.
Jack, 061-775 8444

| need the Microtext Teletext adaptor,
tuner and software for my Amstrad CPC
6128. Reasonable price paid.

Jan Baling, Baunewvej 139, DK-2630
Teastrup, Denmark

SOFT 968 wanted to borrow, buy ete. Il
pay just to lend it for the week, so
please somebody, this is an opportunity
to make money for nothing.

Paul, 0445 736529 after fipm




HNICAL FORUM

fop tips

Feeling in @ helpful mood? You could help
your granny acroas the road or wash your
dad's car for him or even do the washing
up. But to be really helpful you could send
your tips, advice and minl-programs to
Top Tips and help thousands of Amstrad
users out there.

Who knows, you may even find your-
self ten pounds better off into the bargain.
(Then again, you might not...| Send your
entries to: Top Tips, Amstrad Action,
Future Publishing, Beauford Court, 30
Monmaotith Street, Bath, Aven BA1 2BW.

DISASSEMBLY FILE
| think | can help Neil
. Stewart (Forum, AAT7).
Type in the following pro-
gram to disassembla codo
into an ASCII file:

16 MEMORY HIMEM-11

20 |ASSEMBLE

30 ‘pateh push ixipush hlicall &bod§
48 ‘pop hlipop ixisefiret

50 ‘linit &ff0f:org AD42b: jp pateh
60 OPEMOUT *file*

0N

Run the program and then use the DP
option to disassembla the code. The end
address must be specified - do not use
Escape to abort the disassembly. The pro-
gram will create an ASCH file which can
then be loaded into a word processor or
the MAXAM text editor.

To strip off all the characters before
the mnemenic field, use this program:

18 OPENIN "file"

20 OPENOUT “newfile®

38 NHILE MOT EOF

49 LINE
#3,28:PRINTHO, NID$(a$,23)
50 WEND

60 CLOSEIN:CLOSEOUT

George Lovell
Peterborough

SECOND DRIVE
TASWORD

Here are a couple of short
¥ programs  that  allow
Tasword 464D to be used
on a second disk drive. It works fine on
my 3.5-inch disk drive, except that you
may have to ignora the “Drive is A® mas-
sage when you know full well it's B!

To convert the program, firstly copy
all the Tasword files omto your second
drive. Then, leaving the original disk in
the drive, type in the first program and
run it. Reset your machine and do

of buying a colour TV,

My question is, would it be possi
ble for me to make my own? | have
an old VCR and these have tuners
built in. | am quite handy with a sol
dering iron.

Daniel Johnson
London

The problem is that
vidoos almost always
have a video signal
output, while your
monitor expects an RGE signal.
Converting between the two is com-
plicated and would probably work out
to be more expensive than buying a
TV tner, especially as they are avail-
able for some pretty bargain prices
at the moment. WAVE has baen sell-
ing them recontly for arcund £25.
Get in contact with the company at
WAVE, 1 Buccleuch Street, Barrow-in-
Furness, Cumbria LAL4 15R % 0229
B700000.

WITHOUT A PADDLE

: | own a CPCh128
and will also be get
ting an Amiga. | have
a number of ques
tions | would like to ask you:
1. Is the GX4000 paddle (the flat
controller thingy) totally compatible
with my 61287
2. And if so, will | be able to pass it
on to the Amiga I'm getting?
3. To make loading the Action Pack
games easier from disk, | would like

_Hk.:'?\_ B x.S.T\_L..

to be able to run them straight from
BASIC. Is there any way to do this?
4. | missed out on AAE] because
the newsagents had sold out. Had |
missed anything extra-special?

5. How do wyou save fonts Hke
Advanced Art Studio does, but with-
out using Advanced Art Studio?
Richard Collins

Sandford, Dorset

1. The GX4000's
joypad is completely
compatible with the
6128. No problems.

2. ‘:’u: the Amiga's joystick is wired
up in exactly the same way as the
Amstrad's. You shouldn't have any
problems.

3. I'm afraid that you'll have to use
the menu program to load games
from the cover tape. Special loading
routines have been builtin to the
menu and the games won't load with-
oult them.

4. Every issue of AA is extra special,
you should know that Richard! lssue
61 iz completely sold out now, but
should you miss any other issues in
future you can obtain them wvia our
back lissues departmont. Check out
the subscriptions page for details of
how to order these,

5. You can define your own fonts
with the SYMBOL and SYMBOL AFTER
commands. The SYMBOL command
needs nine bytes of information, the
numbar of the character you wish to
re-define plus eight bytes that make

up the new character matrix. The
SYMBOL AFTER command tells the
computer to reserve some memaory to
hold your new characters. This exam-
ple re-defines the space character
into a chessboard pattern:

10 SYNBOL AFTER 32

1] SYMBOL
32,17%0,85,170,85,178,85,170,8
s

30 PRINT * *

SECOND DRIVE

| | read the review
f i about Siren
Software's  3.54nch

disk drive for the
6128 and 464 in AA75, but all the
iMformation about fitting was for the
b12E.

| own a 464 with a mouse, mem:
ory upgrade and a DDE1 disk drive
and was wondering whether | could
connect the 3.5inch drive to the
disk drive lead that comes supplied
with the DDK1 interface,

Also, is it possible to use double
density-3.5 inch disks with the disk
drive?
lan Jeffery
Tunbridge Wells, Kent

There shouldn't be any problems; just
specify that your machine is a 464 so
that Siren will be able to supply the
appropriate lead. You can get in
touch with the company at: Siren
Software, Wilton House, Bury Read,
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£24.95 ® GOLDMARK SYSTEMS, 51 COMET ROAD, HATFIELD,
HERTFORDSHIRE AL10 0SY = 0707 271529

One of the fundamental problems wih the
design of the CPC is its printer port. For some unfath-
omable reason Amstrad produced the machine with a

7-bit printer port.

What this means is that only half the Amsirad’s char-
acter set can be printed out to the printer. Why? Surely it
can't have saved that much money having one wire dis-
connected inside the machine? Still, ours is not to reason

why. A 7-bit port it is.

But it doesnt have to be. Not if you get hold of a
Goldmark 8-bit printer port, that is. This little box of tricks
puts the missing bit back. Now you can print the full char-
acler sel and more - some graphics programs have
difficuity producing worthwhile output as the missing bit
means that not all the information is sent to the printer,

The port comes in the guise of a printer cable with a
small piece of circuit board about six inches away from  Egalg
where the cable plugs into the computer. The cable is
quite long - about 1.5 metres - and replaces the stan

dard printer cable. (Normally you would have to buy an
addibonal printer cable even if one was supplied with the
printer, as the Amstrad circuil board connector is non

standard. These can cost anything up to a tenner on their

owm, )

“co mg-leit:' y Fncmm'ﬁu] [ unnuc tor.

In addition to this, the cable has several pins discon

Plus points

You won't noed an 8-bit printer port if you own one of
the Plis machines. Amstrad wiscd up when they
redosigned the CPC as the Plus and the computer now
comes with a full B-bit computer port as standard

In fact; you'd have little luck if you triod to plug
the devica inte & Plus as the CPC's edge «
port has besn H’pli[ r'd hr a more robust (and

connector

I —




Radcliffe, Manchester M26 SUR =
061-724 7572.

DUMPING SCREENS
W%, | am the proud
fi ¥) owner of a CPC464

and a regular sub
scriver to Amstrad
Action. Could you please answer my
one and only question?

Is there a screen dump which
wil work on arcade adventure
games, i.e. Rick Dangerous and
Rick Dangerous I? | usually draw
everything on paper and it gets a bit
fiddly going through scores of
scraps of sheets.

E Marsh

Manton, Notts
: First of all you,ll
?’L need some method
of ‘grabbing’ the
screens and saving
them. The best device for this is
something like a MuRtiface, where
you can freeze the game at a press
of a button and then save it out to
tape or disk. Contact Romantic
Robot, 54 Deanscroft Awvenue,
London NW9 S8EN % 081-200 8870
Once you've done that, you'll
need a screen dumping program,
one that can interpret the Multiface
file and send it to the printer. The
only one 'm aware of that is
Colourdump 3 from MUIC supplies.
This is a new program that has been

designed to work with colour print-
ers, though MJUC may be able to
offer advice if you have a black and
white printer. The address is: MJC
Supplies, Unit 2, The Arches, lckniold
Way, Letchworth, Herts SG6 10 =
D642 481166.

ROM FOR
IMPROVEMENT

3 | am thinking of buy-
mg a 40025
upgrade ROM to
turn my 464 into a
6128 and have 2 few questions
about it.
1. Can you plug the ROM into a
ROM box or does it have to be
placed inside the computer?
2. Are there any commands or fea-
tures that the 464 has that would
be lost inserting the upgrade ROM?
3. Where is it available from?
4, Is the 6128 manual stll aval
able or are there any other books
that detail the extra commands?
Daniel Bettesworth
Dursley, Glos

1. The upgrade
I ROM needs to be
plugged imo the

main circuit board in
piace of the existing 464 ROM. It's
quite a simple job, though, and
doesn't require any soldering or any-
thing like that. Full fitting instructions
accompany the ROM so you

shouldn't have too many problems.
2. No you won't loose out on any
commands as the 6128 has all the
commands that the 464 has, plus a
few more for good measure.

3. Try the various mail order suppli-
ers that advortise in AA. i you're
stuck, WAVE stocks them. Contact:
WAVE. 1 Buccleuch Street, Barrow-
in-Ferness, Cumbria LAl4 15R =
0229 8700000.4

4. Why not try getting hold of a
manual through our techie halplina?
There may be someone out thers
just itching to swap/sell you one,

FOLLOW MY LEAD

S, | have just bought a
second-hand
CPC6128 and a
CTME44 monitor at
the ripe old age of 60 [me that is).
f've also bought Mini Office i and
am slowly getting to grips with it.

| have also been gien an

Amstrad DMP3160 printer, but is it
compatible? | don't have 2 lead for
the printer either. Can you advise?
A Price

You should have no

Carnetown, Mid Glamorgan
compatability prob-
lems with the printer

A
: and your computer,

What you need s a PL-1 lead or
equivalent. Check out the ads in AA

or try alocal computer store. B

AR B RN EEERNERSELNENEEEEENEE R E R N R N N N N N N N NN NN NN

nected. This saves you from the dreaded ‘pin-14 syn-
drome’. Another anomaly in the design of the printer
port means that some printers mis-nterpret the com-
puter's output and print a large gap between every
ine of text. No amount of messing around with dip
switches or control codes will put it right and the only
cure is to physically disconnect the offending pin by
smipping the wire in the cable. Goldmark’s lead saves
you going through those hassles.

The printer port is intialised by running a small
piece of code before printing anything. This tells the
computer what's what, and anything printed from then
onwards wil come out with its full complement of
eight bits. The program has to be typed in initially -
it's not supplied on disk or tape — which is a little bit
of a pain but only has to be done the once and no
doubt keeps the costs down,

An example of printed output comes with the port
just to prove it works and also comtains that vital hist-
ing to get it working in the first place.

Should you not require eight bits of output then
the computer will print out normally with the cable in
place if you don't run the software.

The port performed well with all the software we
tried it with. We were able to print accented charac-
ters, ine and block graphics to out hearts' content.
Note that the extra characters available wonl be
those that the Amstrad has, but those in the printer,

though many printers will allow you to download re-
defined character sets,

At £25 the Bbit port not excessively expensive,
especially as it gets around the need to buy an add
tional printer cable. And Goldmark's little piece of
electronics hasn't really got any competition. KDS
used to produce a printer port, but that's no longer
available. The question is, do you actually want one?

The majority of pecple will be able to get by with-
out an &bit printer port. It's useful, sure, but not
necessary for the printing of simple documents that
most people use their printers for.

Yopipe

P the same with program two. Reset again

and run Tasword by typing IB:RUN “TAS-
WORD"

1 RIN Program 1

3 REN by Simon #very 1882 with hely from
Mark Riley

4 n

§ (LS

€ FRINT "This program converts Tasword
464D to run om a second disk drive”

7 PRINT "Please copy all Tasword files
to drive B first, them yress a key"

10 NEMORY &1417

28 LOAD _tasetrl.bin

39 POKE B1648, M2

48 PONE B1856,842

58 POXE AiB6d, 842

68 SAVE “tasctr].bin®,b 41500, 4000

1 REX Prograa 2
3 RN by Sinon Avery 1952 vith help fron
Mark Riley

51

§ CLS:FRINT "Flease Mait...”

18 NENORY B4TTT

20 LOAD “tascodel.bin®

30 POXE #S55C, 442

42 POXE M65TA, M2

58 POKE 477EA, 442

6 1B

T8 SAVE “tascodel,bin®,b,45006 , 42000

Simon Avery
Chudleigh, Devon
PROGRAMMERS’ LIB
You made available our RSX-LIB utility on a
recent covertape and your readers might be
interested in the following:
1. In the magazine you neglected to print
the name of the de-archiving pragram [which
was written especially for the covertape and
is not mentioned in the manual) - some read-
ers have experienced difficulties as a result.
After you have transferred all the files
from the tape onto disk the first thing you
Mhhmm.!!'ﬁehulqlﬁl
fila 'Bulk.52" into 52 individual binary files
(full on-screen instructions are provided).
2. The colours used in RSX-LIB cannot be
changed from within the program, but should
you want to alter them, then you can use the
following mathod:

10 pa=d:pesit
28 KDR paiink O,pazink L,pe
30 CHAIN *RSXLIE-N.*

40 SAVE "RSLIB-N."

In this example the background Is set to
magenta and the foreground to bright white.

lan Napler

Smogware Systems
New Costessoy, Norwich




AMSTRAD ACTIDN -«

WACCI

The Wacci Page

Welcome to the Wacci page! This is the bit of Amstrad Action we give
over to those serious types at Wacci. Clive Bellaby is your host as the

Wacci crew brings another set of tales from the dark side of the CPC...

DOS USER DOS OR DOS USER
DON’T USE ROMDOS?

OK. So you've got the Art Studio running
with ROMDOS and you're enjoying the vast storage
capacity of a ROMDOS format disk. *Yes, but when
| catalogue the disk from the Art Studio it doesn't
show all the screen files that M've saved”, | hear
someone say. (Not me. Did you say anything,
Adam? - Ed)

“Limited buffer size”, | reply, “What you need is
a good dose of... User Area Relocation”,

So let's get serious. When you select
<Catalogue disc> from one of the At Studio’s
Filing Menus, the relevant filenames, from the disk
n the currently selected drive, are slored in an area
of memory sel aside for the purpose. Each file-
name is gven a drive prefix (A: or B:) to ad
identification. Catalogue a disk in the other drive
and the new filenames will be added to those
dlready in store.

With 178K capacity disks, this buffer is more
than adequate, but add a 792K capacity disk
[something which was not expecled when the
program was writlen) and f's quite possible to fill
the buffer, and more besides. At best this will result
in some files “disappearng” or at worst, cause a

very nasty crash.

To avoid this potential disaster, we need fo
make use ol USER AREAS. Not a popular subject, |
know, probably due to the fact that they seem
totally unnecessary when dealing with 178K capac-
ity disks. But, with a possible 256 files on a D20
format (792K) disk, splitting the directory into man-
ageable chunks makes a lot of sense. The problem
is that the Art Studio does not have the facility to
change from one User Area to another. Unbil now...

A litle investigabve work with a Multiface
reveals that the Art Studio makes use of the
frmware routne KM_READ_KEY (at &BBIB) to
interrogate the keyboard when <Enter Filename> is
selected from the Filing Menus. i we can intercept
this routine then we can use it to enter a User
MNumber instead of a filename, provided a "special”
key is pressed first. And that i1s exactly what the
poke below does. Use it to load the Art Studio
instead of STUDIO.BAS and you will be able to
select User Areas 0 to 9 as follows:

1. Select <Enter Filename> from the Filing Menus
2. Press the COPY key. (You will hear a beep)

WACCI - The Club

WACCI Is a CPC user group with over 400 club
members |and is still growing). it produces a 32
page, 27000 word monthly magazine covering
such diverse topics as programming (Basic,
Machine code and Forth), reviews of commercial
and public domain software, members etters and
comms.

WACCI also runs a bulletin board (0252
318557), which is open 24 hours a day to both
members and non-mambars,

WACCI costs £1.50 per lssue: for a 'free’ sam-
ple copy send a 34p stamp and your name and
address to WACCI, c/o Clive Bellaby, 12 Trafalger
Terrace, Long Eaton, Nottingham, NG10D 1GP

3. Enter a User Number. (Use the numeric keys)

All filing operations will use the selected Liser Area
for both drives. Unfortunately the Art Studio does
nol display the currently selected Liser Area so it is
up to you to exercise due care and attention when
loading and saving files.

Next month we'll see how this poke works in
greater detal by having 2 look at the source code
listing. And finally, a word of apology to all those of
you who typed in the previous loader but it was only
after | had written it that the idea for this new loader
occured to me.

By Jess Harpur, Campursoft & WACCI

(Note, Jess is the UR in campURsft, Peter Campbell
is the CAMP from CAMPursoft. if you're wondering
where the soft comes from, that's easy as wel, it's
from all the ZX81 owners, they're all a bit soft.)

1@ "ART STUDIO loader for ROMDOS
e 'Mk.2

30 'Replaces STUDIO.BAS

40 ‘(o) Jess Harpur 1992

m ]

60 MEMORY REFTT:addr=d3000

70 READ af

82 IF a$="end" THIN CALL 43200

90 POKE addr,VAL("§"+at)

10@ addrzaddr+L:G0TO 70

118 DATA 21,28,80,06,08,11,00,08
120 DATA €D, 77,BC,D2,00 ,00,21,08
138 DATA 98,CD,83,EC,D2,00,00,C0
140 DATA 7A,BC,24,7D,BE, 7K, 32,44
150 DATA 99,21,33,%0,00,0T,C3,18
LEQ DATA BD,53,54,55,44 49,47, 28

170 DATA 42,49,4L,21,FT,AB, 11,48
188 DATA 0@,0E,87,CD,CE,BC,0E

190 DATA 81 'Rondos Slot Mumber
20 DATA CB,CE,BC,3E,08,24,70,3E
210 DATA 77,81,18,B8,KS,11,00,5F
228 DATA 01,83,00,ED,B8,EL,36,03
230 DATA 23,73,23,72,21,67,9% 01
240 DATA 36,00,ED,B@,C3,86,08,C0

250 DATA ©8,BF,De,FE,L8,20,2C,C5
266 DATA DS,ES,3K,07,CD,54,88,CD
27 DATA @9,BB,38,FB,06,18,CD,19
280 DATA BD,18,FB,CD,A7,BC,CD, 108
290 DATA BB,DE,30,38,F3,FE,B4,30
380 DAT4 FS5,20,70,BE,23,77,EL,01
1@ DPATA CI,3E,2D,37,08,end

WACCI’s top ten serious products

We hope you enjoyed loss Harpur's piece
about large formal disks and > At 5
wisted his arm and 2

stand for anything, Il
Sorry, il that's a let
er, WACCI stands for
puler Club Inc. This

jou happy...

CHANGES IN THE PD SCENE

The lasl year or s0 has seen @ major change in the

presentation of public domain software. Gone are
the poor quality disks, stuffed full of ur
undocumented programs, and a sta
luck.you brought it your figure it
| : PD libraries wil V
lully documented programs, and they proviae
loads of help f you get stuck
g a5 an example, the NP5 Cobol compiler
-nnsisted of the compiler
. Over the past year, the

0 program in Cobol se

ALL FORMATS FAIRS
If you're interested in buying loads of CPC

bargamn prces nen

attends the London, Birmingham, Haydock
Donington Park and Glasgow FAirs. Why not come
ong and discuss your problems.

FREE WACCI!
If you'ld like a

stamp and a self-addresses label to

sample copy of Wacei, send a 34p

WACCI, 12 Trafalgar Terrace,
Long Eaton, Nottingham,
NG10 1GP




CPCE128 colour 256K Memory
Expansion Tapasdeck, Cruisar JIS T.V
Converter, Amstrad softwara and
gamas, Rad October, Tank Altack.
Camer Command. Pipemania
Colussus Choss, disk box, disks. Al
leads and manuals. 43 magazines
£330 o.n.o. Tel: (0883) 330017 after
Tom, Surrey

DDI DISK DRIVE with Interface
Multiface 2, both as new condiion
Also ;ndgm.a. Turrican,  X-Out,
Nighlbreed, Midnight Hesistance
disks. No spitting. Prica £130. Phone
Naill on Swindon (0793) 614881

CPCE128, colour and mono moni-
tors, 35 socond drive, RomBox,
Protext, Prospell, Ulopla and Rom
DOS Roms, Mulliface, joystick, tape
player, MP3.-TV Tuner, loads of soft-
ware and books. £325. Tel: 05088
548 (Norfolk)

CPCE128 hardwara/softwara, FD1
disk drive. Modulator, Digitiser. 256K,
Memary Expansion, Mirror Image, 60
disks, utilities, Qgames. apes,
Firrware Guide, books. Ring 051-
678 2703 for detalls,

CPC6128 colour monitor, tape deck,
joysticks, games, magazines,
RomBox, books and manuals,
Protext, Stop-Prass OCP Art Studio,
Mini Office 1. £300. Phona [0734)
391281 (Reading) after 6pm

CPCE128 colour monitor and Epson
LX400 printer and E750 wontn of
games and programs! Plus AA back
msues olc. Allogether worth £1250+
quick sale. E£350! Peter 061-928
0933.

CPCE128 colour, DaisyWheal printer,

tape deck, jo Ilr.k manuals,
Brunword, Stop- Multitace,
£350 of games hm.ndlng F18,

Turrican, Total Recall, Turtles, £585
o.n.o. Phone Peter (0935) 822376
after 7pm

AMSTRAD CPCB128 with colour
monitor, tape player, joystick, mouse
38+ tape games, 30+ disks, 30+ AA
magarines, manual and books. All
excellent condition. £325 o.n.0. Ring
Kevin on (0423) BEG4TZ.

PRINTER PANASONIC KX-Pl80
Dot Matrix, with lead, suitable for
CPC484, cost £205 April 1991, will

£100. Buyer collacts, bargain
South London 081-7B5 6800.

AMSTRAD CPC484 computer and
monitor, joystick, Mini Office Il, soft-
ware and Amsirad Action magazinas

pod condition. £120, Tel: Della
0422) 381196, ahamoons

DK TRONICS 84K Memory Expansion
for CPC464, CPC664 boned, very

condition. £20 DKtronics 256K
ilicon disk for CPC464, CPCE64,
boxed, wva ood condtion. £60.
Amstrad , 6128 Rom, £15
Phone John, Worthing (0903) S0T 346,

TAPE GAMES, £10
£€8. E-Motion, Hc:-n?f Pyth
gra-ddy, rggcs_ r:._qhn' ¥

f rit. o
Hmwntnmmo Phong Claran
397452 6-8pm.

GENERAL KNOWLEDGE QUIZ
Hundreds of queshons on lots of gif-
ferent subjects. For your copy send
blank formaned 3° disk, stamped
S.AE+ E2 o Catton Young, 189
Wesigale, Almondbury, Huddersfiald,
HDS 8XN

Tolkien Tril

on, Fiand:
X-Out, E6.
Boar,
(0384)

LOTS OF SOFTWARE for sale plus
some hardware., Al genuine. Also
rEw Lanmsqe Compiler. Sand 5.AE
for list Software, 23 Forndale

Road, Banstoad, Surrey, SM7 2EX.
Mark (0737) 358133.

CPCE128 colowr maonitor, manual,
disks, cassaftes, magazines. Hardly
used. Genuine reason for quick sala,
hence price E270 o.no. Phone
Lytham (0253) 730897 anytime.

AMSTRAD CPCE128 computer
colour monitor, cassette player, lots of
disk and tape gamas, £400 worh.
Magazines, Futurg Amstrad Acticns

subscription. Will be forwarded.
Manual. Good condiion 400, Tel
Tim (0840) 212642

AMSTRAD 464 and colour monitor
plus £400 worth of games, worth over
£750, Will selll for £250 or nearest
offer. Call (0483) 64876 and ask for
James. Absolule bargain

CPCE128 colpur moniter and
Cheetah Mach 1 joystick. Multiface
and Thermal printer, 30+ disks includ-
ing Protext, Mini Office 2 and 60+
ames. Dust covers included. Phone
ansfield (0623) BE2TBE. Price £180.

CPCE6128 +colour monitor, CPC 464
+ Groen Screen, manuals, joysticks,
2004+ cassette games, including
Advanced Ar Studio, «several disks,
£450 the lol owno. (might spii).
Phone (0702) 464868 aher Gpm or
weekends (Southand).

1.5 DISK DRIVE, RAM DOS, Rom
DOS, 2-in-1 (1IBM disk amulalor), £85
8 Bit Printer Port, Qualitas, £20
Mousa, Interface, Si0p-Prass, X-
Prass, £65. TV Modulator MP-2, £15.
Pandora, £10. Phone Damian (0792)
T02047T.

AMSTRAD CPC&128 G/Screen with
fape machine, loads of software,
books, magazinas and joystick. £150.
Colour monitor and 2nd disk drive
£80. Whole deal £210. Ring 081-422
4355 anytime.

CPC4Bd, colour monitor, RomBox
Protext C©180. Double disk drivas,
£80. RS232, £50. 256K RAM, £30
64K RAM, £20. 256K Silicon disk,
£30. Speech, £20. DM Printer, E50.
Blank new, CF2s, £1 sach. Tel: 091-
456 6T31.

CPCE128 colour, DMP2000 printer,
225" second disk dnve, Rom Box
with Protext, Prospall, Ulopla ROM-
DOS RODCS, covers, manuals,
mes, books, disks, Stop-Press with
MY mouse, £250 o.n.c. Phona Alan
(0670) T12965.

FORTRAN, T40. PASCAL MT+ £20.
Tandy CEP115 plotter pens and
paper, MP2 Modulator, Concisa basic
gpocification,Offers magazines CWE
as vols 12 and 3. ACU 1985,
86,87 88 and B9. AA's 1-76 in binders
frime postage. Phons Alan (0670)
712085, Lo

AMSTRAD CPC6128. colour monitor,
all manuals, DMP-2000 printer, dust
cowers, Mini Office, Masterfile,
Dasktop Publishing, many games,
oystick. Excellent condition. E450.
I:'r'onn Kevin (0203) 773168 after

WANTED

CPCE128 with mono monitor no soft-
ware, printer, needed. Good condi-
tion. Telephona (0582) 460345

WANTED DDN-1 CPM 22 Phone
Ciaran (0384) 397452, 6-9pm,

PAGEMAKER DELUXE Deskio
Publisher for the G6128/564+64
Features: Stop-Press, Clip-Art com-
patible. Word processor, texi import,
and more. AA verdict 93%! Special
prica: £2.95 + disk and SSAE. Send:
F'\‘E:!g. PO-Box 435, Glasgow, G12-
BSG.

AOK FANZINE 40 pages including
programming, PD, lslings, hints,
more. £1 UK. £1.50 EEE.C, £2 gise-
where. Cheques payable to Vision
please, 155 Haslucks Green Road,
Shirley, Sckhull, West Midlands.B80
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Classification. Tick box:

[:l For sale

:I Wanted

:J Sarvices

Please place the following advertisement in the next available issue of Amstrad Action

1 enclose payment of £5.00 by Cheque/ P.O/ Access/ Visa

[_il Usear Groups

[J Other

I
| RSN
|

Write your advertisement here, one word per box. Include your name and phone number if you want them
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Welcome to another instalment of Mastering Macbhine Code. This month is the

last theory lesson, in which we discuss how to use the joystick and keyboard

more effectively from machine code. Next month creative programming starts

as Amsirad Action shows you how to write games in machine code...
ANDY PRICE kick starts his assembler for another intriguing instalment.

Well, ladies and gentlemen, you wil be
pleased to know that most of the aspecis of
machine code which | wanted to explain 10 you have
been dealt with, except one - input dewvices. How
could you possibly write 3 game or some usefu
piece of code (by useful, | mean excluding demos)
without using the keyboard or a joystick? You can't
which is where this month's tutorial comes in...

The joystick - a game player's tool Joysticks
come in many and weird shapes but they all have
one thing n common, they all use the same input
method. This can be very handy ndeed from the
Amstrad's point of view, and from ours. But how do
we incorporate the joystick's mnput into our pro
grams? Simple, we use our old friend the Firmware
The CALL we are interested in is 8BB&4, which is
used for the joyshck's input. When called, the A reg-
ister's bits mean the following (when Not Zero NZ)

bit 3 - right with the cursor keys using COPY as Fire instead of
bit 4 - fire 2 the keyboard. Look in your computer's user manual
bit 5 - fire 1 at the back for the keyboard codes (464, 664), or

on your disk drive (6128).

The firmware address is #BB83 and if a charac-
ter was available, the CARRY flag is SET to true and
the A register holds the character. See the first few
lines of the section of code beginning with labe
LOOP for a demo on how to use d,

« Don't forget - next month the programming
starts in earnest!

For those of you who prefer an example on how to
put this into machine code, see Listing One. This
is a joystick test program which tells you what your
joystick is doing, 1.e. whether it's pressed up or
down or firing. When using Devpac, | recommend
assembling your code to cisk and runming it from a
fresh memory, For some reason, Dewpac keeps
crashing on me. Maybe it is because | ke MAXAM
better, or maybe it is because | have no
patience or maybe it is because |
keep sayng naughty phrases o
it. (Get on with it — ed))

Starting next issve...

Next month we start designing and writing a game, and Rod

$ays it may well go on the covertape (yeah, but it'd better be good' - ad])
This means that | can add really alaborate pieces of coding to it and make
it a really big game. | am just in the design stage at the moment and o wall

The keyboa jery-
; i Th r: h-:'m:r} take me between now and next month to design every screen and sprite
ones (ool Ine K ar 5
&y and then to start the programming. | am not giving any secrets
also  accessed wsing the

away, so you will have to wait until next month to find out
what the game is and what it entails... but the final
result will be STARTLING?

firmware, but it is much less has-
sle. | may have explained this betore,
but this time try amending fisting one to work

LISTING ONE - JOYSTICK TESTING PROGRAM

bit 0 = up
bit 1 -~ down
bit 2 = left
%% NEees
ors
1 Jogstick Tesking Pregran
i bs 801 FRICE
1 Master ing Machine Code
§ For use in games, olc
Lh il
CALL BRCRL  ; Sereen MODI 1
rw
L Ly I#SI 1 Flace titles on jereen
L
Sl o
LooP: CALL mpce3 Test kegboard {
cF 12 } Enter pressed to ond preg?
RET 7 § od ol ges
CALL WBCE4 5 Get Jostick status
BIT @
e
1
BT i
JR NI LT
BIT 34
IR MG, RRICHT
BIT 4.4
I M3 AFTREE
BII 6.4
4R NI, AFTREL
RLGP  j Centineses Teep wtil emter
1 i3 pressed
] aumm Ht_t serean with jogsticek
. S
I
ot E"ﬁ*‘“‘im'r
H
RIGHT E‘Iﬂ* TRIGHT
] E"l
e e
FIREL: s M, T7NEL
CaLl FRINT
JF DLy

-
3 LOCATE
ap: LM Nighlight Joystick positisn & s
CHLL D | malshlight it : Do SO e teminte
AL - BITH *DoiN*
k3 ukw « TOT E !LIIJ
e 1D B2, DN . i fod
CaLL PRINT *OMIGR: MO L8
CaL BT : o el
IF Lod? E moo: ﬂ 3,11,7
ALEFY: 13 3E,TLEFT . ¥ lIi -
CALL PRINT * mm: MM ALG
B L
e * | Bighlightet versioss of the text
ARICHT: L BT, ERIGHT .
4 P mape
ChLL PO » SR 411.0
1 Loop : Do TS 31,13, 12,010
@I 1) M, IDE E =|‘ =it1= =
ikl PRON : E K]
» :
I Lo OmGn D LA
eEn W . §FE W14,
Cill * omE: DO 3L,i%00
13 M, IR o ¥ Hﬁi-
e + DL E drsme
PHINT: DALOD | agtine to griok steins, . DEFE 18,9
aldress In
a4 ; It string teraimter ot S s vities
1
M { rotwrn o whore called fres  * NESS: MEFE 31,13,20,818
Cal, . *PATSS ENTER 10 D@
1 niwt . NS e Bl
L] "
. PN + AYSTICH TISTIR BY 01 MAICE
; String data . MFE #4108
m: MITB 31,15,8 | 31 is eentrel code fer .
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B Bored by loading? Play
Mastermind while you walt!

Mastermind. Now there's a clas
sic. But what's ot got to do with a
game called Rescue from Atlantis?
More than you might think, actually.
Because even when the game's still
loading vou can indulge in a spot of
bram teasng with your Amstrad. As
the game loads you can play a version
whera you Fave to guess the hidden

=

—

ponanIa

DrOS>

ALTERNATIVE - 0977 797777 » £3.99 CASSETTE

code. Clever. eh?

Onto the game itself. As you'd
expecl, it's sel in the legendary sub-
terranean city of Atlantis. What's more
it's full of aliens; strange web-fingerad
creatures that eat lots of fish.

Kill the lot of 'em, | say. 's the
best thing for it. You're just the psy
chopath for the job and 50 down you

sphare, fosll New you've got
you

lﬁi.iﬂﬁpﬂ,”irﬂiﬁﬂ'i'lﬂﬂuh-w
to go and Hind samething to help

through a gallecn’s hull_. (well, go on then!)

FIRST DAY TARGET SCORE

g0 In your bathysphers to sort 'em
out. Luckily your wristwatch s water
resistant to 30 metres too.

There are three levels to swim and
kill your way through. But it's not st
a case of splashing in there, daing the
business and geibing back home in
tme for tea, oh no me deano. It be 2
long time befors you even make f
past Level One,

In this first part you have to
locate the entrance to the under
ground town twhich s localed within 2
sunken gzkeon - how do they all fitin
there?). They aren't expecting visitors,
and =. voull need 10 find something
to bash your way through the ship's
huil. But before you even caich 8
gimpse ol the shimy seadwellers
youll encounter many of nature's
more, e, natural (nderwater inhabd
tants. Now normally the only difemma
you'd face when confronted with a cod
is whether to sprinkie salt, vinegar and
ketchup on . But these fish are dead
hard and can be a hazard to your
health even when shdng past you
the ‘safety’ of your fittie sub.

Your energy bar is dramed steadly
when in comtact with a creature, In

Colourful and quick-moving. Some of the fish  Gosh, what a lot there is to do and explore.

are a bit dedqy though.

The tune's OK, but nothing to write to your pen Incredibly frustrating - it's too hard to avoid

pal about.

getting killed.

"The other twe lovels may be

brilliant, but you'll naver geot

oMl Level One! In fact, playing

Mastermind during loading s
the best bit..”

fact it's so hard to avold the creatures
thal one minute you'll be drifting
along, exploring some as yet undis
covered cavern, and the next mnute
you'll be dead as a doiphin who fan-
cied a bat of tuna for supper.

To make progress you move
around In your bathysphere, exiting
occasionally to collect bits of equip-
ment from places that it canl reach.
Lots of objects are needed lo get
through, but you can only carry a max
imum of three and the sub can just
about squeerze in niné. Youl oflen be
left wondering what you should take.

There's a huge r'aving area to
explore, and presunably the other two
levels offer equally large discoveries.
Unfortunately = - 1~ tough, and you
may never et o see them.

Ao U




H you manage to fiad the red
key, and you know which doors it
opens, then you might just

be able to rescue your wa.lk

puzzies that will make you scream, you
also then have to survive for B0 sec-
onds in a special. almost indescribably
horrible, room before Lurch is freed.

B Well, you've got paslt Mr
Pumpkin-Heod (top right] so s
plain zalling to the deorway.
Oh mo, the entire Addams Family
has been imprisoned Well, all except
tor Gomez, that 5. And it's up to
zomer to try to rescue them

t gets stranger yet, though
Morticia,  Pugsley, Wednesday
Granny, Lurch and Thing have all

been imprisoned in their own house!
Chez Addams is a bit of a2 sprawling
mess, frankly — in tact the house
grounds and dungeons make up a
total of over 240 screens (no wonder
the program is 128K cnly)

With a house that size, it's no

wonder Gomez
sometimes  has
trouble  finding

There are a few surprises In the Addams Family
chateau. Bet you never knew they had a jacuzzil
Gomez (1) has just gained access to tha bathroom
through this doorway (2) thanks to his rod key (3).
Now he has to jump on the knight (4] to gain enough
height to reach the pot (5) and from there the plat-
form. Mind the spikes that come up through the fleor
{6)! From here he has to jump off the platform and
into the water [7), avoiding the submarines (8) and
plughole (or jacuzzi erifice?) (9] to grab the bonus
(¥0) and bump up his number of lives (11).

OCEAN + £12.99 CASSETTE, £17.99 DISK ¢+ 128K ONLY ¢« 061 832 6633

H You can jump, but you can’l
hide... though you can bounte on
those skulls to stun them.
his way around. What makes it worse
is that sorme of the doors in the house
are locked. What makes it worse stil
is that Gomez doesn't (to start with)
have any of the keys. And what
makes it worse than an mpossioly
awlul thing is that he doesnt know
where any of the keys arel

Well, if by now you're thinking that
Gomez is a bit thick (he is), you can
rest assured that's he's pretty agile
and extremely persistent (you get
nine lives plus four Continues on the
Easy setting). Gomez needs all this
agiity because he has (o jump owver,
ontd and @around vanous cCrespy,
crawly, jumpy, chomping things which

are infesbng his house, He can kil
some of these creatures by jumping
on them, but others are best avoided
altogetner,

What we‘ve got here is an
axploreemup of mightmare propor-
tions. Some 240 rooms joined (or not
joined) by doors which can only be
uniocked by speciic keys which may
themseles e behind doors which
can only be unlocked by... eic elc.
There's not much point trying 1o
get anywhere without drawing a map
as you go along. You soon become
disonented and you step through one
doorway after another and without a

o = 3
e B R EE
4 ) F

"H you're the impatien! type,
you might want to give this ane
a miss. s so frusiratingly
difficvit | ran ovt of the office

screaming ofter an hour.™

A PETERS

just end up going round in
importantly — miss

ﬂ'h':'rl :ﬂ'l i
circles or — more

ing important exits {0 new rooms.
Keys arent the only things vou
can pick up. A row of heuts along
the bottom of the
how much life you have left. This
goes down pretty slowly, though, and

screen tels you

¥ Look, loek, a heart] {Left)
Geiting past those two bouncing
balls looks a bit dodgy, though.

T T —




FIRST DAY TARGET SCORE

you're much more likely to cop #t from
bumping into a nastie than running
out of time, However, if you stay alive
long enough you may need one of the
replacement  hearts  scattered
throughout the rooms

fou shouid also Keep an eye open
for extra life tokens, These are much
more useful. (Yes, you need a lot of
ves.) 1o pick up the bonuses, just
junp on them

i you persewvere long enough,
and get very, very good, you may
actually stumble across a member of
your family (we found Lurct

cue them you have to u

To res
mp on their
neads (not very sociable, out it seems
You're then transported to a
special screen where yo

{0 work
simply have
to slay alve for 60 seconds... vou'd
have more luck crossing the M25
lindfolded. Your incarcerated buddie
< only released i you pass this sur
aval Test
The Addams
tough and frustrating game. It cor
gimost entirgly of wickedly
difficult timing puzdes. Just as you
think you've got through the most dif
hcult room possiie, you come to a
harder one still. What makes it worse

Famuly 15 a huge,

b
]

Colourful and atmospheric - animation is fast

and smooth

The tite music is great, while the in-game

effects just do the birz

ACTION TEST

% that the badd

£5 dont stay dead.

You can clear a screen completely,
but you only have to step out of it for
a moment and then step back in, and
all those monsters have reappeared
This can get 2 bit frustrating because,
a5 you expiore {he Addams mansion,
there's a lot of backtracking to do

t's the frustration, the weary plod
ding and the relentiess
difficulty (even on the Easy setting)
that finally get to you. You can play
for hours, searching every nock and
cranmy for keys, dying endlessly and
getting hopelessly lost

sheer

without act

W Thizs Iz jvst Iinzide the front deor. Uh ch, and W

.
bbb
e

H That pot travels from side to

side, but maybe it's how you got

across this reom...7

ally making any progress at all. This
) B

s not a game for wimps. But set

aganst that the enormous challenge

plus the incentive to explore ever

deeper into the huge depths of the

house and you've got a super-loughie

that will keep you hooked for ages

L L ELE

FL
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B Herrors! Those things which
look like tomatees (but aren’t)
bounce vp and deown.

With over 240 screens, each of
winch has s own nasly, ViClous, ew
puzzies, The Addams Family is
almost too big and too tough for its
own good. Almost, but not quite

Pl Lrsctton

b ]

¥ 4 # T
TEVYVYY . [,

B Aosoarrrggagh! See whoat happens when you stand

locks like & rather unfriendly reception committes. on some nasty white splky things! Riding around on
Jump on thair heads, though, and they're histery. thess airbome pots lsA't as easy as it looks.

{You get over it, though).

potty

A stupendously huge game that will drive you

Disappointing to find you can't shoot things!
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blockers. Witheut them there'd
be a lot of plummetting.

PSYGNOSIS - £15.99 CASSETTE, £19.99 DISK

What a nce change. A game where
the idea is to save Ives, rather than
destroy them. A purzle game with a
healthy dose of platiorming and
arcadey action. A game that has
already made history on ofiver com-
puters, and is about to do the same
on the CPC.

Lemmings is a furiously addictive
escapade that puts you ‘in charge’ of
a posse of sweet, but stupid, little
mammals. These mammals (called,
strangely enough, lemmings) fall one
by one from a trap door in the ceiling.
Their targel is a stone clad archway
elsewhere on the.evel. Getting them
thare, without lesing mare than the
specified number, is the aim of .the
g2me.

Vanous obstacles present ' them
selves and you have fo try and get
your fittle friends past them all. There
are various funcbions that can be
bestowed on the lemmings, and
these appear as icons at the bottom
of the screen. Selecting the right

Your Itte chums
drop into the game
through this trap
door. You can
increase (but not
decreasa) the
speed with which
they appaar.

Gat a builder to
build a ramp over
this nasty hole in
the ground.

Get another basher to make
a tunnel through here

Get your friendly neighbourhood
basher to bash a path through here.

combination of funchions is the only
way to solve the puzzies

So how does it differ from the 16
bit ‘versions? Well, it's smaller. The
Amiga version has got over 160 lew
els, and the CPC Versh has nowhere
pear that many. A rival magazine
recently announced that there were
80 levels in the game, and they then
went on to compound the embarrass
ment by setting a compettion where
*riow many levels are there in CPC
Lemmings” was (the question.
Whoops! If you believed their review,
you got the answer wrong. There are
actually only 60 levels in this game,
and these are dmded into four
batches: of fifteen (Fun, Tncky, Taxing
and Mayhem).

Some of the levels are shorter
than their 16-bit compatriots, and 2
few puzzles have been left out
because they were foo complex
People who have experience of 16-bit
Lemmings might notice another differ-
ence, that obthe control method. The

A few lemmings that failed to spot
the hard-to-spot hole above

gxpensive maching versions use a
mouse, whereas the CPC versh is
joystick-controlled. This means that
it's less a case of whizong round

8 Thess chops seem to be in a bit of &
one. really, considering they've

wallk inte. Al;ﬂdflli-lh-ﬁh'-r-hh.,

'l- leap Inte
only got a hig
reckeon.

FIRST DAY TARGET SCORE

Another builder noeds to
do some work over the
gap in these stairs.

There's a hard-to-spot hole here. You need a bullder to place at least one brick
here to avoid a fall (we may have been a bt excessive with our bricks!)

This is the exit
that you need
to help your

little lemmings
toddle overto.

A lemming that fell through the hole in the stairs and is now
trying feverishly (and futiley) to build his way back up on to
the main pathway. Berk



u massive mob of lemmings

u-m-luuyh.nm, .

lugging the myshﬁi into position as
quickly as possible to click on a sin-
gle lemming.

Having said all that, this has to
rank as one of the best conversions
ever. The comic animation and the
atmosphere of the original have
been maintained, though things are
obviously more laidback (being

SECOND OPINION
"Psygnosis has done an

excellent job here. Everything

_ moves well and it's just as
g “-,-il- as the costly 16-bif
versions. Great.™
ROD LAWTON

r). The graphics are brilliant,

‘especially since we were half
expecting a Speccy port, and the
sound is quite polished.

Basically, Lemmings is regarded
as the best computer game of alk
time, and the Amstrad

|

here. There appears to be
ﬂhh-ﬂ-,ﬂiﬁi-
might be an idea.

evervthing we could have

. There’s enough of a chal

lenge to keep you plugging away for

ages, too. Though the Fun levels

are very easy, things then start get

bng very complex, and there are
some nightmarish bme limits.

CPC Lemmings is as stylish and
as frighteningly addictive as any
other version, though it may be & it-
tie overpriced (£16 on flapel.
Whether t's the best CPC game of
all time is a question that could only
be settied with extreme violence

Adorn Petors

i -FF.:-."rr.t'. O S
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LEMMINGS INVaSION

The game Lemmings first hit the world of home computers in

February 1931. Initially on Amiga and 5T, a PC wversion soon fol-

lowed and Lemmings established itself as the best puzzle game on any 16-bit
machine. At the end of that year the computer industry awards ceremonies
took place; Lemmings pretty much cleared up, collecting the computer game
of the year award from both the SPA (whoever they are) and at the prestigious
Eurcpean Computer Leisure Awards ceremony. Loads of other awards followed,
and the game scored over 90% in every magazine that it was reviewed in.

Early this year the Spectrum version was released (to considerable
acclaim), and a CB4 version is almast finished. Contracts have also been sorted
out for Psygnosis to produce versions of the game for Sega and Nimtendo
machines. By the and of the year Lemmings will probably be available on every
major computer format. Phew!

graphics

9%  grab factor
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ACTION TEST
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move fto the ‘badk’
scroen, then push right.

Now look, lef's get this straight.
You're a top TV star, right? And your
house has just been burgled, OK?
(Well, it's not OK, but you know what
we mean.) Not surprisingly, vou want
to put a stop to all this and (not sur-
prisingly) you decide to hire a security
company to take a look at your own
security arrangements... and this
secunty company sends a couple of
robots to test out your system.

Wait a minute. 4 couple of
robots? It's true. They're actually
reformed (could even be recycled,
perhaps) villzing who were, until that

B Leok out for that geezer on the other
side of the door - he's got a pile of plates
there and might just start throwing them...

m Stalrs are easy. Just push wp teo
of the

0= =3 = M
neg < @asEn

5
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fateful
‘phone
call,  sat
at home
watching television {there's not much
else for reformed villains to do). Aha!
- now's their chance to put their
felonous talents into 2 good cause.

Needless to say, the houses are
guarded. And the guards don't take
too kindly to being shot at. And the
tougher ones can survive long enough
to lay you out ewen though you've
blasted them with your stungun —
which means evasive action is some-
times necessary. It's often enough
just to move to the front/back of the
screen and watch the baddie go by,
Or you can jump on the furniture until
the danger's over.

FIRST DAY TARGET SCORE
Clear level three on your own

freeze
frame

E Ay
[ S w3 ITRERSURE
anoLn ?

Cop this!

Robo (1) and

Mobo (2] each get
. hall the scroen in
mode.
They musi collect
treasure (3) and
avoid the guards
(8], You reach the
wppoer floors via
the stairs (5)
Treasure (@), lives
and time (7) are

1 two-player

displayed

N We don’t like the look of this big bloke, B Wheeee...! Robo
do we? He's the ene whe threws bombs at of
you if you hang around.

rope at the end
you mad foel.

TRERSUFE

US GOLD « 021 625 3388 «

£11.99 CASSETTE, £16.99 DISK

Hang on, though, what's all this about
the front’ and ‘back’ of the screen?
Well Bonanza Bros is kind of 3D. Only
kind of, though, because aithough
you can move front to back on the
screen as well as side to side, you
can't move by much. And you soon
work out that you're either at the front
or the back - there’'s no middle
ground. Hmm, bit of black mark then
on the gameplay front...

Now the securty system wouldn't
be much good if they didn't lock the
doors, would t? Howewer, you can
blast through them with your stun-gun
(keep pushing on the 'stick at the
same time). If there's a baddie on the
other side you might just knock them
out in the process!

There are werse problems than
the doors, though. Much of the trea-
sure is resting on platforms or
shelves and you have to jump up to
get it. Now jumping is a pretty sponta-
neous thing, right? Not if you're Robo
or Maobo, though. To jump, keep the
Fire button pressed for a bit long than
you would f you were ust shooting.
Confused? Well, it's pretty confusing
{o do, too - you always seem to be
firing when you should be jumping
and jumping when you wanted to fire.
Grrr,..!

Anyway, once you're in the air you
simply move the 'stick to guide Robo
(or Mobo) to his chosen landing point.

You often have to jump to get
past steps in the floor and other
obstacles. These aren't atways easy
to make out, though (especially

changes in the height of the floor.
After a while you get to know what to
look for, but it's still a bit of a pain.
The answer? If yvou're stuck, jump!

Phew. Has all this made you
scared of bDreaking inlo strange
houses on your own? Well get 2 mate
to help you out! Bonanza Bros has a
simultaneous two-player mode — each
player has his or her own view of the
action via a split-screen display.

fNow in theory, Robo and Mobo
have different characteristics. Robo is
supposed to be the brainy one, while
Mobao is thick but strong. Robo is the
red one, while Mobo is blue. But they
behave in exactly the same way in the
game (thick and weedy).

The two-player option never-
theless dees add an extra dimension
to the gameplay (it needs i), since
Mobo and Robo can now co-operate
as they try to clean out the houses.
Unfortunately, twice the action can
mean half the speed - in this case,
screen update speed. Things can get
mighty slow with a lot going on.

The guards are annoying gimps
who don't stay down once you've shot
them with your stun-gun (guess that's
why it's called a ‘stungun’| Some take
A bit more shooting than others, but
they're all guaranteed lo jump back
up again at the worse possible

SECOND OPINION
"1 don’t like the control
method - it's really awhward.
lumping is fiddly, and you
need to do it so often it drives
you mad."
ADAM PETERS
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B Life gets harder on Level
Three. Particularly since Robe's
enly got ene life left...

moment (neediess to say).

The Junior Security Guards are
dead weedy and you can knock them
out no trouble. Senior Securty Guards
are more of 2 nuisance. Start shoot-
ing at long range, or you'll be the one
who gets decked (losing one of your
lives in the process). Potentially more
serious still are the Catering Staff,
who chuck plates at you and the
Heawes who lob bombs. Oh, and look
out too for guard dogs (who look like
itte pink poodies).

You only meet the tougher guards
on the later levels. Sounds like you've

got your work cut oul, eh? You have...

but once you realise how the game
works things get a ot easier. You've
got to collect all the tems of treasure
in the house and then hotfoot it away
to the roof and your waiting airship. All
the treasure is clearly wisible and the
house layouts domt need much
explonng.

Once you've cleared each house
you gel whisked off to the next chal
lenge. In all there are ten houses to
successfully burgle. Will you stick with
it thet long, though?

Graphically, Bonanza Bros is a bit
weak. You can see what's going on,
but the sprites are blocky and the
backgrounds are about as basic as
you can get.

Sound is bmited to phut-phut
shooly noises, plus one of those jingly
fitle tunes which is guite tolerable the
first 60 times you hear it, but gets a
bit weaning after that.

Bonanza Bros is bult around a
cute idea, but what really carmed the
game in the arcades was its amazing
raytraced graphics. Needless to say,
the CPC version doesnt have ray
traced graphics. Youre left with a
game that's no better than average

ol Lawiton

graphics

sonics
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walk
this
way

A quidk guide o house-burgling...

Level one's nice 'n’ easy, but there are still a fow tricky problems facing would-be robotic robbers,

Your first problem is gﬂﬂng in l'hraugh
the front door. Fire and push right...

-

Ugh! Youw'we been Fflottened aolready.
Those guards have bulletproof shiclds

2

= |l ™
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EEEEEN

Too good to be true? Those baddies
can’t be far away...

L

S

Told yow so. The only way te stun those
guards is to shoot them in the back

b

wall until they go past

However, you can hide against the rear

i

You have te jump up on to the shell to

get this item of treosure

3

60%

55%
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And you have to jump on te this roised

saction of floor, too

0.

-

Aha! What's I-Iuli. a Hight of stairs?
(That arrow’s o bit of a giveaway)
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And hore's Robo emerging on the sec-
ond Aoor. The coast’'s clear so far

grab factor

gtaying power

68%

51%

lll_l

' That's rigl'ﬂ hide until he's gone
past. You're learning

e

1 Ach! = leove me olone! Robe is oul-
numbered two lo one

A RR AL L RN RN AR EL AR B}

l Look, more treasure! Gel it guick,
'cos a guard is geing to appear soon

You've got all the treasure, now it's
time to make a run for it

13;

II1I i II IIlIII FRiENRRID l'l ll BiEED llll L RE L ER AR NN A

- R T

— i
|

' Done ! All you've got to do now is
wail for your airship

%)
RD T

66 ATNM » NOILOV QVHLSNY

KK



O vou need 1o kniow what
happens ANY TIME INSIDE

1 RUNNING CPC program’?

Get INSIDE INFORMATION!

tall INSIDER into MULTIFACE RUN

d progra let Mulnface FREEZE it a
the INSIDER tell you everything: it v
SNOW aner RAM and the ZBO reqists
Jumpto printer, All th

§ domore Tor fad-e>

LA e ool Tor macihine coge user

Unique de-bugging development aid

| order a MULTIFACE 2 for CPC 464/6128 [ rere5 £34.95 or for CPC+ [0 ceo9s £34.95
RODOS [leses5£14.95 RODOS XTRA D ee0e £4.95 INSIDER [ peees £7.95

ordebitmyAccessVisaNo. [ [ [ [ [ [ [ T T T T T T TTT] cades..........

| enclose a cheque/PO/cash for E.

e L LS

PLUS P&P per tom: UK/ Europe £2 Overseas £3.

pduced prices apply to MAIL ORDERS received by 23.6.1992,

ROMANIIC ROBOT UK Ltd. 54 Deanscroff Ave, London NW9 8EN 7 24 hrs S === 081-200 8870 @ AA

AMSTRAD ACTION 37,120
READERS...

Only competitor has
no independent sales
figures to show.

' Call the sales team now
| 0225 442244

AMSTRAD REPAIRS & SPARES

* FREE ESTIMATES! EXTERNAL DATASETTE . ..£11.95
* MO STANDARD CHARGES * 3" DISK DRIVE..ccc.comieinsnsiss: £50.95
* MOST REPAIRS 48 HR TURNAROUND * | GT64 GREEN MONITOR . ... £39.95

* 3 MONTH WARRANTY * MP1 & MP2......coniimeninionninns B399
* COLLECTION & DELIVERY ARRANGED * | REPAIRS FROM ... ... .....E13.50
* TECHMICAL HELPLINE * ACCESSORIES & CHIPS IN STOCK

SPECIAL OFFER!! CPC464 INCLUDING GT64 MONITOR JUST £75.00 + P&P !
CPC6128 INCLUDING MP2 MODULATOR £89.95 + P&P

TECHNICAL ENOQUIRIES ALWAYS WELGOME ON: |
SOUTHEND ON SEA 0702-207274 MON-FRI 9AM - 6PM

AMSTRAD REGISTERED REPAIR CENTRE. CALL FOR FURTHER DETAILS

HAWKWELL ELECTRONICS
2 WYMANS COTTAGES, MOUNT BOVERS LANE,
HAWKWELL, HOCKLEY, ESSEX $S5 4JB. . U

TEL: SOUTHEND ON SEA 0702 207593 (SAM-9PM)

* All work warranted
* Fast turnaround

and we will do the rest

* Fixed price repairs on many machines
* Over 2500 square foot engineering complex | Amstrad 6128
* Top quality technicians at your disposal

* Simply post or hand deliver your machine

WTS Electronics Ltd reserve the right to refuse machines
that in there opinion are beyond reasonabie repair.

COMPUTER REPAIRS

* AMSTRAD AUTHORISED »*

Quality Assured!
Amstrad 464 £37.00
£41.00 (extra if disk drive

needs complete
replacement)

Colour monitor £15.00 Diagnostic charge
plus quote

Others PO.A.

Please supply evening and daytime telephone numbers

Tel: 0582 491949 (4 lines)

WTS Electronics Ltd, Chaul End Lane, Luton, Beds LU4 8EZ




Bath, Avon BA1 2BW

SWITCHBLADE

Remember some time ago we had a cheat for the
cartndge version of Swilchblade? Well Adam Noble
has supplied a keypress for the tape (and presum-
ably disk also) version of the game, and what do
¥ou know it's aimost the same! Get a high score and
enter your name as SLEEPY then press the number
of the level you want to go to, and keep it down,
then press Fire to start - you will start half way your
chosen level.

TURTLES 2 - THE COIN-OP

An update to the Turtles coin op of last month -
after redefining the keys C,H.E AT the cheat will be
active. You can then redefine the joystick etc. and
you will retain infinite continues. Also, pause the
game with P and press the spacebar and you will
jump to the next level. This cheat comes to you
courtesy of Craig Yates of Firvale, Eric Walker of
Guitford, and Mohamad Ellis of Peckham.

POTSWORTH & CO.

Andrew Webber of Welwyn Garden City has found a
keypress for Potsworth and Co (in fact, he has
found three) all of which give you infinite energy. On

the menu screen, hold down the keys QW,E.D,V N

or ER,F.ZX or AWE,T,D.X - that's some choice,
Andy.

Welcome to another instalment of Cheat Mode. This is where champion cheat-finder
PHIL HOWARD brings us the month'’s best hints, tips, solutions, passwords and more...
PLUS, of course, full details on the game pokes supplied on the covertape. We pay £10
for the best cheats, and £20 for any pokes we use on the covertape. Send in your game-
busting info to: Cheat Mode, Amstrad Action, Beauford Court, 30 Monmouth Street,

CHEAT

ROADRUNNER AND WILE
E COYOTE

M.J.Taylor of Bristol, Gregory Mormis and
Michael Banner of Sevenoaks, have
found a keypress for Roadrunner and
Wile E Coyote — hold down the keys
H,E,L,F on the title screen and the bor-
der will go white, you will have infinite
energy.

WONDER BOY
M.J. has also discovered that on
Wonder Boy if you press ESC and
hold down the keys SEGA it slows
the timer.

SPACE MANIA

Alex Pim of Beaconsfield has a Y :
keypress for Space Mania - : o
when the game begins press < Yy 'e
Control and C, A “C" for
cheat will appear in the bottom right
hand comer, you will then have infinile lives and
invulnerability.

SAVES THE
PLANET

M.J. Taylor (Mick?, Martin?,
Matthew?, Mark?) of Bristol
once again fighting with the
keys on Codemaslers’ Super Seymow saves the
Planet - get a high score and enter your name as
CHEATING for invulnerability,

GARFIELD’S BIG FAT

“[V HAIRY DEAL
K. Kitchen (come on Keith, Kevin, Klaus whats
N\ with this initials business?) of St. Helens has

discovered a cheat for Garfield’s Big Fat
Hairy Deal. Hold down the keys [whatever you
have redefined) for UP, DOWN, LEFT and RIGHT
and press the Fire
button. After

» Quick Draw McGraw is the next key-
press of the month - this one's from
Garry Scholes of Gorbals in Glasgow.
2 Hold down the keys T,R,E,AD,S on the
\ tite screen, t will give infinite lives (only
2] outside the train, though)



Covertape pokes

OK, you asked for i, you've got it! Request flooding in
(some of which are impossible, by the wayl) = And, out of the
land of shadows and darkness (from the depths of the cheat
mode vault), hotfoot to your door come some all time classic
pokes for this month's covertape

STRIDER (TAPE)

Stephen Troup has produced

a cheat (using the infamous

“Go loader”) for Stridar,

which supplies infinite lots of

things (see the listing).
RICK DANGEROUS 1
& 2 (TAPE)

SOLOMON'S KEY (TAPE)
Funnily enough, Johnny and Kim Disen of
Denmark have also produced a cracking
cheat for that classic game Solomons Key
which uses the same system as the
Strider poke - ence again you can select
the facility you need (see the listing and
delete the lines you don't want}.

@ If you've never seon this type of cheat
before, you might like to know that gen-
orally they take 3-4 minutes to work
through the protection.... so be patient
(it will work....)!

LASER SQUAD (TAPE)
Laser Squad always was, and always
will be a classic, back In AAE2 Tom
Jolly gava us the ultimate poke for this
gxtra special game. Watch out... here

it comes again.

INDIANA JONES AND
THE LAST CRUSADE
(TAPE)

Staphen Troup leaps in with ancther offer-
ing using the “Go loader™ and produces cheats for Indiana Jones

and the Last Crusade. it will give you infinte, lives, whips and
time [or salect which you need by taking out the appropriate
lines in the program).

MYTH (DISK)

Myth... one of my favourite games. This poke brings you infinite
lives, and is from Sale's masterhacker Mike Wong (Where is he
now? - did | see him on Casualty the other night?).

DRAGON’S LAIR 2 (TAPE)

Dragon's Lair 2 is very nearly impossible (well it is for me') with-
out a chesat, so for the original tape version, here is a poke that
not only gives you infinite fives but also lets you to select your
start level.

® Anyone want more classic pokes on the
covertape? Send in those requests!

Total Eclip:

Stark: You start your quest
cuiside three pyramds on
Sahara - C. Make your way
around to the back of the closest pyramid, there
you will find a small buiding with a door.
Go through the door and you will armwve at
Entrance - A.

In front of you, you will see an arrow pointing
downwards. Walk forward and climb down
some steps to rewveal 3 doorways. Go
through the -sight hand door, and enter
Selquet - H.

Take a step forward and turn 45 degrees to the
right, look down and you will see some steps,
climb down. In the room are several blocks, a bar
of goid and 2 trough of water, Fill your flask, turn
lowards the blocks and shool, they will disappear
revealing a door. UMurn (U) and you will see
another door, go through this and you will arrive
at Sphinx — X, this is the room where the Sphinx
will re-assemble. On the wall to the north is an
Ankh, collect it, and go through the door in the
eastern wall, you will arrive in Thebes — H.

On the wall to the east is a block, shoot it
and it will rise up to reveal a door. Go
through the door and arrive at Thebes - G.
You are faced by 2 statues, |by shooting at
the noses you will prevent them shooting
you, but this will have to repeated each time
you enter the room). Turn to face the south
and you will see some steps. Climb these
and go through the door nearest the north
wall, you re-enter Thebes - G.

Go down the steps, shoot the statues, go through
the door in between and amive at Thebes - F.
Turn to the south and walk to the south wall, turn
to the east and walk forward, then collect the bar
of gold that lies in front of the locked door. Walk
into the door to unlock i, and enter the Jinx
section.

Room 1 = Jinx E: Shoot the first barrier (it
will disappear), shoot the second barrier (it wil
raise) change height (H) and crawl under. Go
through the door.

Room 2 = Jinx D: Y alk into the first barrier
it wall fall over), walk over it. You will see another
barrier with two symbols on the walls beside it,
shoot the symbols and then shoot the barrier (the
barrier should disappear - il not repeat the pro-
cess). Quickly walk through the door.

Room 3 = Jinx €: Shoot the cube in front of
the barrier (the barrier will move forward), walk up
to the barrier, Utum and shoot the cube again
(The barrier will retum to #s omgmal position).
Walk into the barrier (you will hear a noise] UHurn
and you wil see a door has appeared, go
through.

Room & = Jinx B: Walk up to the barrier, |
turn (3 cube will have appeared), stand on the
cube (the wall will disappear). Quickly go up to the
second barrier and shoot it (it will grow to reach
the cefling). Walk right up to the barner, change



e ll: The Sphinx Jinx

(AA78 covertape)

Complete solution - part 1

The A4 78 covertape contained the excellent Incentive game
Total Eclipse II (Sphinx Jinx). Archeologist David Draper of
Lowestoft has produced his own version of the Rosetta
stone to supplied you with the complete formula so you can
finish this formidable Freescape freebie... it’s so huge that
you’ll have to wait ’til next month for the concluding part!

| FREESCAPE
SOLID 3D

H On the AA7E covertape we gave you a complete version of the Freescape eplc Total

Eclipse lI: The Sphinx Jinx. Four lsswes later, we've got the complete solution for you!

height and crawl backwards until the bottom half of
the barrier disappears. Rotate yoursefl through
ninety degrees, crawl to the left wall, rotate yourself
back so that you are facing the wall. Change angle
(A) to the smallest available and rotate yourself once
to the left. You should be facing the wall, but also be
able to see the barrier. Crawl forwards moving into
the wall but also under the barrier. When completely
under change height and go through the door
Room 5 - Jinx A: Walk forwards a few steps
and LHurn. Next to the door you will see the
Sphinx’s lips. Change height and collect them.
Change height once again and Uturn, you should
see the Ankh on the far wall, go and collect it
Rotate yourself so that you are facing the ftwo
blocks. Stand in between them, face the wall you
collected the ankh from and change height. Shoot
the lower part of the block, and part of it will disap-
pear revealing a tunnel. Crawl through it and you will
appear back at the rebuiding room, Sphinx - X.
Now is a good time to save your pasition,

Geo from Sphinx - X through the door facing
south to Entrance - A then to Selguet - H as before.
If you are short of water fill your flask from the
trough, then go through the door to the west, you re
now in Selquet - G,

You are facing some steps; to the left of them
is a part of the Sphinx, collect it. Go behind the
steps and through the door, you will arrive in
Selquet - F.

There are some steps on the north wall; cimb them
and go through the door at the top into Selguet - E.

You are standing on an “L" shaped ledge; walk
along and fall off at the north wall. Uturn and
you will see a barrier in the middle of the
room. Walk to the west wall and then turn to
face south, you will see that the barrier doesn't
stretch right the way across the room. Walk
through the gap and collect the Ankh and the
Sphinx part on the far side. Go back through
the gap climb the steps, walk into the door to
unlock it then enter Selquet - D. This is one of
the two rooms with teleporters, but don't tele-
port yet! First go through the door ahead that
leads to Selquet - C.

An Ankh is on the floor in the middle of the room,
there is also a Sphinx part and water trough, get the
Ankh and the Sphinx part, then fill up with water, but
do it quickly as there is a laser in the ceiling that will
shoot you. Go to Selguet - E and use the teleporter,

® Second and final part next month!

CHEAT

'J = B -
o | |
lif you're stuck on a game, or you simply can't get

hold of an old classic, send a postcard (or write
on the back of an envelope) to:

Gamas Helpline

Amstrad Action

Beauford Court
30 Monmouth Street
Bath Avem EA1 2BW

The normal Helpline rules apply:

DO try to keep it guick and simple = name the
game, name your problem, and make sure it's a
reasonable request!

DO include your first name and your tele-
phone number. Sorry, we can't print full names
and addresses.

DONT try to advertise "games for sale’ -

. that's what the Small Ads page is for.
¥ This section is for people who nead
help only.

In $pellbound Dizzy, how do you jump over
the funnel in the ‘Reserve Tank' to get the
fishing net?

Karl, 0538 33679 after 4:30pm

Help needed badly for The Living Daylights (disk).
Cannot get past Level One.
Roger, 0247 460317

Desperately wanted: Little Computer Peopla tape
or disk (464). Sensible price paid.
Steve, 0202 698760

Help required! AA54 needed or the Fantasy World

Dizzy solution in that lssue. Any expenses paid.
Ned 0738812711

Help offered for Castie Master, Total Eclipse and
all Dizzy adventures EXCEPT Dizzy 5. Wanted:
Puffy’s Saga and Sphinx Jinx. Cheat wanted for
Monte Carlo Casino.

Michael, 0639 B45108

Desperately wanted: Elite
George, (81 560 2557

Has anyone got Laser Squad on disk?
Nistair, 0532 657573

Help! Cheats, tips and pokes wanted for Myth and
Head ower Hesls.
Eiliot, 0932 567999

Can you use the torpedos, fighters and bombers
In Guadal Canal? f so, how? Also submarines.
Robert, 041 336 5190

Please could you tell me how to kill the monster at
tha end of Level Ona on R-Type?
Marc, 0203 344399

Help needed in Hacker. What is the Logon pass-
word at the start? Pleasa help or | might go mad!
Crris, 0242 518391
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CPC DOMAIN IN NEW HANDS
- OFFICIAL!

After handing the responsibility of Scull SL over to
Graeme Chesser a few months ago, Alan Scully has
now relieved himself of his disk-zine, CPC Domain
The new editor of the magazine is Simon Warford
(who was a regular contributor], Simeon can be con-
tacted at: 134 Oraper House, Hampton Street,
London SE1 65Y.

RUSH FOR PRESTO

Presto PD isn't exactly what you might call a brand
new library, but possibly one of the best services on
the CPC. Matt Gullam has over 100 sides of soft-
ware which he provides on both 3" and 3.5 disk
(data format) for only 25p! He also runs Presto
News: A fanzine that covers anything from games
to serious software. Presto News is a monthly mag-
azine, costing 75p (excluding postage). Send your
orders immediately to: Matt Gullam, 1 Pembroke
Close, The Mount, Cornwall PL24 2BT.

TWO LIBRARIES CLOSE - THE
WORLD MOURNS...

Pisces PD only openod two months ago, and is now
closing again due to Paulo Cuomo's lack of time.
When he opened the library, he obviously hadn't
bargained for the amount of work that needs to be
put into a library...

The long-running Penguin Software library has
also been forced to close, as librarian David Carter
it no longer able to continue the running of the
library for family reasons.

WARNING! POTENTIALLY
LETHAL PUBLIC DOMAIN!

In theory, there should be no such thing as 'rip-off’
where free software is concerned. Do not be fooled!
There is a lot of rubbish kicking about. Slideshows
in particular should be avoided. Not all slideshows
are poor, afthough some of the hand-drawn ‘It fills
the library’ jobs can make you positively sick. One
collection of light-pen drawn pictures spans two
sides of a disk - every one of them locks awful, and
what's more they can all be compressed to take up
littie more than GOK" Also particularly insipid are
BASIC demos - oh! So dull!

Each month we will de

THE OLD HANDS

ADVENTURE PD, Debby Howard, 10 Overton Road,
Abbey Wood, London SE7 8HF. Deals only in adven-
tures (and Freescape games). At only £1 for a disk or
a C90 cassette, keen adventurers can't go wrong!

DARTSMA PD, Adam Shade, 47 Kidd Place, Chariton,
London SE2 95D. S0p for one side of a 3" disk.

ROBOT: - PD, Richard « Fairhurst, 2 Trent Road,
Oakham, Rutiand LE15 6HF. Only 45p for two digk
sides of software.

publie

image

Shake the last few coins from your money box, nip down the offy for

a couple of stamps and read the only column for those who refuse to

spend more than a pound for software. It's the man with the extra-

large letterbox, TIM BLACKBOND...

reviews

Instead of reviewing disks full of various different programs, we thought it would be more useful if we simply
provided reviews of individual programs. Al of the progs reviewed below should be available from any well-
established library. Check the libraries' catalogues to find out what disk the program your after is on [and

what other programs come with it).
I-SPELL

EVERYBODY makes a few spelliing mistakes. These
do not look good on a job application form! The
cheapest commercial spelichecker is Tas-Spell at
£20. Why bother when FSpell is only a quid and not
to mention faster! It comes with an extremely large
dictionary, to which words can be added by the
user. For the price you cant go wrong, it's excel
ent! AA Recommended 111

ROBO-CUP
A puzzle game with the looks and playability not-
entrely unlike BallDozer, which appeared on the
fourth cover cassette. You must control a droid
through various rooms in order to push several
chests onto assigned pads. Easy? Not a bit of &,
get one chest trapped in the comer and your
chances of completing the level are below raro.
Quite amazingly simple, yet so frustrating!
Ja3a8

VORSPANN DEMO CREATOR

As mentioned elsewhere, the number of demos
released by incompetent dweebs is fnghtening.
Here's the solution! With this remarkable utility, you
only need to change a few program lines and
import a piccie to come up with your very own
demo, featuring fast colour bars and & smooath
scroll. Each line is clearly annotated, so you know
st exactly what you're doing. The only trouble is,
although the demos look great, they also tend to
look similar to each other. 2209909

BANNER MANIA
Ee warned, a printer is needed to use this pro-
gram. It simply creates extralarge banners across
several sheets of conlinuous paper, in one of eghl
sizes. Also on disk are several fonts to use wath
the program. It does tend to go through a lot of
paper, but the hinal results look most gratitying!
Ja0ee

We've got a new look to Public Image this month, and a new author. Tim Blackbond is 17 years old, lives in
West Yorkshire and has owned a CPC gince 1985. He has been producing the Artificial Intelligence PD fanzi-
nesince July 1991, and his favourite PD program is Power Page (included on this month's covertape)..

directory

ome of the well established PD libranes, together with any new bugs 1o have emergad in the pas

SCULL PD, Graeme Chesser, 44 Echline Grove, South
Queensforry, Wast Lothian EH30 SRU. Open only to
subscribers of CPC Domain. 50p for two disk sides.

SOUNDS LIKE PD, 6 Keyberry Park, Newton Abbot,
South Devon TQ12 1BZ. An excellent library special-
ising in all things musical that we've someong
forgotten to mention so far. 50p per disk.

THE NEW BUGS
HAWK PD, 23 Sywell Avenue, Loughborough, Leics
LE11l OBU. A new casserta library that charges for

L fe W OWEEKS
individual batches of programs in pennies (various
prices, all cheap).

MERLIN PD, Obi Okwuldi, 79 Otter Street, Derby DE1
3FD. A barrage of letters from Obi in the past month,
his library specialises in demos and charges 50p per
disk sida.

SIGMAL SOFTWARE, 83 Longleat, Great Barr,
Birmingham B43 6PY. A small but growing range,
with a £l copying charge for 3-inch disk, 3.5-inch
digk or cassette.




Price
Buster

READ THIS!

Fast 7 day
delivery

Hard Dirivirt — Morws £3.99 PRICEBUSTIR en-char, ex-juks box
Heroes of Fw Lanos . New £1.99 Nerw £1.89 One for 79 - theee for £1.99 (+25p 1]
fap = 8.5 T . Now £3.09 Nevwr £3.83 muh;-:nrmrﬂwmmhmm beiow, gl wih
ndIGrE JOReE - THLw e Mo £1.59 your Chescue Wﬂlﬂ'mﬂﬂkl"'\dl'uﬂ'ﬂf.
CrRaats ... Now £1.99 e New 199 o
_New T109 ¥ Bind
Jocky Wikos Gomgmndiun. £ 99 New £3.99 o
Jramys Soocer Mansge  Mew £ 00 tan (100 | ook Wiy Curry Sy = Crmty o vou LTS TR a2
% Nk pom - Mo uadf NG it gl
New B35 (1099 et O
£1050. 1399 Liotus Esorit Turbo Hﬂﬂﬂ . Homam | mppcsed 5 MchaslBelon L
750 Mk Cha b Mo 13,59 ~-Naw £398  Cler On heloow  Sew J v Tl you
7 x i 5% i L1959 i L
£7 50 MA tagiciana Dizry Fiow £109 BRI v L Jepet e = E
S oy Manchoster Uindod . New £1.90 e Belaeeh S0} g Vg, e L -
Mow EE.9G. L1099 Wcropross Sorcer Nesw £3589 ”H 199 L L Colne MsBatd L)
e B0 . E1 D Miciigh! Resatancs __ New £3.99 Mow £159 ety e j 0 Covtury By M ke & 1 )
MR oo Mopmwabor . . .. . Now D100 Mow L3159 Do T Butvun Tr Serpmory S '
E750. .. C009 (T 7 T P——— " _mgw Bt Sorms - Mol ) Cnlpeymmon  Shes o .
. [E‘gﬁ E:;g m:::i.-%:g mﬂﬁ P e O Lo Rl et e SR Py 3
e Mew £7.99, . £10.99 Muttinix & Hoow 4,00 e fI00 Hwompmeps Feleplm ) Coistodeniyg  bowiem  J
mtﬂ-_gg ﬁ: e Mo 04,00 :2:'“ ------ nggg 5 b0 ke ey ot Tty
e e HA =i B0 TR oyl = Srinbwwh e JeeeDeean O Gwrwpstiims Mo O
e R Navy Moves... Mow €300 Y0NS The Oreed Monwr - 5299 e :
.............. o~ E10N....... Craration Thi ol N 3.0 o B (v 1 e (o oy e
PRS0, £1299 PW#'"" -gg CALL US ON 24 HOUR | 1o ru s Ecrare J ek e Wl Jaoon 1
Minwr £5 39 [T BDOIDOY .. S~ White i.Jay Bnbrefes -
€750 Na  Pultys Saga Now£133 | CREDIT CARD HOTLINE| 11 s LN s Fi Releos U
New £5.99 M Purmic Merw €199 g e Rgtudlod U oo o Croi ey
£7.50 Na Ousero Fanwste . New 5399 | 091 440 4108 | "Mt Ol W - a
m E; ﬁ 212555 Quottro Fighier..... New £3.90 You've loet Bt o The Hghteous P A
s s Quathre 5 e ; ol e
sty 7+ - &mm:‘;‘h cama | Presse state name, cara - iy o o st PP -
eMow E7.50. . L1090 (ygmm Power £199 | number, expiry date & goocs | " ™ Luckns Poarolt )
smsrrner Al B wieecl 11 ; B ower [ P 0w Loniy Kinvity Cl| SEn—" A J
799 £10.50 mwﬂ“ gg requireg [ Sahwste Jok Leeons D)
- Y H Quatiro Col Mew £2. Ahwrs ook o Se Moty P [ !
New 039 4.5
.......................... L el s i nii & PN IE|oven WO  Sopes
gﬁ:ﬁ; Quaftrn Firopowor £199 JighBosMadley  KMamasiers ) Lwjouriiebes  Beisd Cotme O
T Freros s 0 ] S N - -
New£830...L1150  CLING Fcer . £33 TORDER FORM AND INFORMATION. Al orders sent FRST CLASS sublect to avadabilty, Just Bl i the 7|
zzy Pank: New £388  Cuanro Supes Hits £369 ) CoUPON and send it to: PRICEBUSTER Unit 23, 1420 George Street, Brmingham 819 SRG i
.'ﬂF‘u-:. mgg DG-ME;TD;W wgg Ay rioe iglands M L399 1| LOCK of I
Atants 4 pac New £399 Oragon i 7~ e ey il Bt o B . R )
fugme Dogge & Dogpe Ew Flaw ol P New £289 | I e i e i
Dagdy . ____ -~ NowEle9 e Monstors.. NowE3.98  Roocce Now €350 1 !
Batmat - The Move . E300 F.16CombatPlol .. NowE190 ey Cangorous. .. New 299 | Address: !
LR -mmw F “wu : HET mlw m.& m “H ' PRAR PR PR S L R RN NN RS TR R PR I
H b .. K359 FastFood . T 5‘“’”"‘:‘ il r oA i
Bubble Dizry O 2500 FintPanitbePont... .. 100 DealowolPeBenst_ NewChM o . o i H
Calfornia Games. ... £360 Footwler Of The Yem 7 . Now (00  Snadow Waricr New C109 H
CosBemasier ........... New £3589 Fruk Machioe 2 fagy ShentSendce .. ... New 100 \
Champacrshig Cxof £18% Cestuses il T R L L - —— ..‘-wll:lﬂ'. S B s b B e B B e o i B o i
Chase HO ... Mew £3158% Ghouls & Ghosis Now iGwy  Snovker Maragemen . 1399 ! i
Ctwvy Chase Now £3.99 Mow £1.08  Socosr Doubie 3 Wow £359 | poctender Tel. Mo Postage
o i sew £3.5% Qreia v MewEAG - b i e 308 | POSTAGE RATES: Pisase acti 500 plo on af arders. EEC #ckd €100 i
Duzey Rapeds. Now £3 99 Gurship . .09 Seccel Avala "mn“!wEEGmmﬁﬁwln Chwoues piysble - Price Busier Total -:
A SMALL SELECTION FROM U'UR WAREHDUSE PRICE PAP
3" DISKS Bax i EN6.95 4 £1.18 plp Service Monodl - CPCAdd £7.50 £1 18
H-uo! ID |1plnm Lerwrce Mangal - AWEF’JH{&!?E#WGE cErl £7 .50 wi.ia
s _EN95+£236p8p | CPCOI2D
£ 2 home disks e Ve i“ﬁmvcvmmzn EFEain ey ie £ 18
wioa e " - JUARELRS, 1
____________________________ff:‘__;'”':fj‘_"f‘_"_" _ E10S £0.95+ E1.10p0p 00K et Dk Drive lernal) £5000 €3 53
PRICE PAP m:ggggg :Emwmgp}-g;iéﬁnnﬂnhrml le-nm:n i35ﬁ EI .53
64K Rom Exporaion CPCAGA only £39 84 £3 53 A1 70857 | C ot B, CRCAYEE T I
3.90° D3/D0 Addern bionded & boxsd 10 £s09 £1.18 ARALFO | 24 CPCA128 £ 1048 Eﬂﬂg
CPC Cantroricy prirder laad 1 5m P Y | . K050 AMEDTPCS | 2RALP 6lEIC'PMFu:.53:hmD|h S LR T WL - > 8 | ki.18
CPC Canirorics prirded lead 2.0m s _EB .40 £0 59 AMSDCPCS | JEBOL - 5128 DR Logoe & Help Dl ., Rl MR K102 k1.18
] "
CIC 1o wickso lsesd piots BNC or phone ph £7.14 £0 3% AMUNCPCA | 28785 - CPCATIN User Momual . e gl ¥ k] L2.36
miion pori odopior kor CPC Mualj pha mnullﬁ.dgn‘l E9.4D £l.18 wm.w.ir‘hﬁt]'mqmw""' Can be wied 1o upgrads CPCAe4 . .. 2504 .. Li.ie
Ast Sedee CPC disk [reguires | 28K mamary] ... wEldad ] £1.18 Service Monwal - CPLA8 + /8 | 28+ £5.43 £1.1@
Craniua moune +» ocvonced on svdio £40 86 £3 53 ApAL L OBD) e:urmdg-, Basic & Burning Rubla: CPL 4..:.4 Fo128. Cl8 4y £l1,.18
Armarod, Moot rip? word proceos rn’doummuu =1 - ol 33 BRMZTUTTY - Cabinel lop k11,30 L3453
M02S, “4.w ., 1 L E25.03 El.18 AMITOITA . Cabinst Bosom . Lbbd .. K133
The Amairod 12 pock, |2 gomes on comeie for the CPCASds. Lan0._ £3.53 AMITUTTS - Cosetie Machaonitim . Prons
Amnivod Soh 1584 - CFCdbde DOL) Firmwors moneal £a 59 £333 s | - aame g e - T 1 1 i
Mairhoce 2, o CRCABE/054/6128 e . E34.42 K3.53 mir‘in-}:m;"nh.-umi.;mﬁ - vy 'u“ o i
Maltloce 2, kot CPCAE4s /6128% ............ ~Ed1.42 £1.53 AMI TOT97 . Podda : ] : £8.34 £1.18
Wiren Widgh, allorn old CPC P-H..-e—.ahub-nu-uﬂudmrlm machine 7 99 £ 18 AMITIAIA . Bures Powss Switch [A)] Ovier Part . K108 Lo ie
Aracowe 3% duk Hing cobinet, holds 10 3° didk 399 E1.18 AMITIA 1A - Buson, Power Swisch v Port L1058 D Aw
AMSIOL Dish box, holds 30 3° disks o1 15 in casen. ... .£7.28... £2.35 g L ﬂ’-:‘-‘*"m - g
g T8 « Con Buton Al ofhveny 3
disoss I, CPCA128 relofonal dowboss jreg CPMW Plal £30 .44 £3.53 A ) THOOD ach, OO [ESD307 ; £ 33 ':Ln ;i
b m:u;t:r;‘-m: s 484 Pl / 6148 Fha £1528 €235
_E.M krﬁhm%l‘_'%:ﬁ?db-hfauh £3 83 £1.18
PET PRICE  CARRLIN PET  PRICE CARREINS mim;;f&;{:m T..?’}rrﬁnq'?a‘.:uw rbs b it
CaaF 2000, 3000,/ 3 160 Fi J.88 038 EXF 1090 2 AMITOBST - Calenet Bonom - CPCA 78+ e
L1 2 470 058 Citaen | 300D 2 5.30 0.58 MAGTOFTY - xﬁ“m Mm-}, !ry_|m“mm” fi1er £3.53
LC 10 Colows 1 433 .59 POWPSIZMS 2 472 1.18 F1017 - Sochet Audic aessc 3 Snm £1 18 (0 4%
LETA10/1C24300 2 632 118 PCWSSIZFN 2 332 oS t:g:-mm.s,...m Dink CP/M Plun, fer 138 Pl oy Eoal £1 18
PCWEZ55/8512 FN 7 500 .18  Epson MXIDD 2 AMG 70792 . Pocidie £8 4 E1 18
[Epvon 1800 2 . - Epsons LIS00 2 ::g;m-.a.m Powar Switch ﬁmuu.- - £1.06 £0 5%
F1&19 - Bulton, Power 5'|ll1lrJ' |t1'-rpu-1 £ D6 B0 59
ANG71821 - Disk Diive Frame P 3
CLEARANCE BOX PLASTIC CASES FOR CF2 3" DISKS AT T S T pe—" 7+ o
| 3% Prce List Disk Box of 10 £3.00 + £1.18 pdp A1Z0002 ; Swvich Dn/OF [£50-397 31, £275 559
' wa List a AMULARMS /UK Pus / 6128 Fln 4 £15.328 £2.33
I ]'Dul mu-rd Oid price £7.40 MOCIFY YOUR CPCA128+ TO LOAD AND SAVE CASSETTI SOFTWARE
iﬂ(ﬂ"t?w'¥t'paﬂﬁp mmm
Efwu*iﬁ..'rﬂ E.‘.Heﬁa Mrmrl'wmdouma CPCHIT8. &wr.-h-'bn-.!-d-rtm klwnh*wi-wundan
Mixed pack of games [Pack 2) PP7 from sdnencl cossetie recorde
'wxdpﬂidu-— PP& 15 mimnd catsete tape) MODIFY TOUR DDY-1 INTERFACE TO WORK ON THE CPCAS4:
15 mixmcl couse P Mmhmbﬂﬂnﬂ,wm1m-ﬂuc.hulmdmm!m hturhml‘hcmﬂ‘fﬁdhm‘l
1 e joyasich + 1 frua joyuich crathing, OMLY £15.00 + £3.33
Pock velus £150 ial £3.06+ £d 70pdo Fock volue £1.50. Speciol £4 99 » £4.70p8p mmumummmmrmmmmmm
NO NO WARRANTY WAVE WIDGET - £9.40 + £1,18 P&P.
PLEASE NOTE THE ABOVE WILL VOID THE WARRAMTY OF THI ITEM IN QUESTION
mmnuunulmum:wwmmumm
TURN YOUR MONITOR INTO AT.Y. THE MP-3 T.V. TUNER RS ARE TAKING UP TO 3 WETKSI
NOW CHEAPER THANM EVER! OFFERS WHILE STOCKS LAST, (ANC) 3 day £10.58. Noxi gay £14.10 COD + £2.95, maomur UK
postnge d\:’fr!ﬂ.iﬂw LE00. ALL PRICES INCLUDE LAT 5
£ 24 99 sales subyec lo our Frads eere of ading
e WAF_ _WWr_IE (TRADE DEPT. AA 9207)
e - -
THIS VERY SPECIAL OFFER 15 WALNEY AUDIO VISUAL & ELECTRICAL DISTRIBUTION, 1 BUCCLEUCH STREET,
WHILE CURRENT STOCKS LAST! BARROW-IN-FURNESS, CUMBRIA LATS 15R.
TELEPHONE: 0229 870000 (& LINES) Howrs: Mon-Fri 10.00am - 5.00pm.




Y2

Captain M has failed miserably n his mis
sion 50 now it's your turn, When all else fails send in
the idiots, and idiot you must be dumped on the
planet Vegan with only your sonic pistol and trusty
Katana (Japanese sword - Balg) for company. Not a
lot of help! But then these Vegans never did keep
therr planet clean, so if you have a look round you
might find something

Contacting @
the Balg

To.contact the Balg, write to him at; Amstrad

Action, Future Publishing Ltd, Beauford
Court, 30 Monmouth Street, Bath,
AVON BA1 2AP or e-mail at
cazsjw@uk.ac.leeds.dcs.

Only two pages for the Balg? Is this the beginning of the
end? Certainly not! The Balg is here to stay... but he has
had to cram all that adventuring news into a smaller
space. Even Balrogs have to give in sometimes...

However, don't waste too much time on the sur-
face as you've got to enter the underground temple
and find that alkmportant crystal.

Crystal Theft isn't a new game — it was first
released in 1984 by Wicca-soft but it has now been
rereleased by Wow. it has a fair bit going for it in
the way of objects to pick up, puzzies to crack,
rooms to be searched, doors to be opened and Iifts
to go up and down in but for me personally it has
quite a few things against it - the screen layout, for
a start, 15 poor (although you do get a useful window
which lists the objects you are carrying). The parser
at times is rusty and shows its age, “EXAMINE
DOOR" gives the response “| don't have one of
those™ - of course we don't have the door - it's in
front of us and serves a definite purpose, so why
can't | examine it?

Scoring i5 also strange - | lke games where you
can look at your score and see it go up as you solve

review Crystal Theft

REVIEWED BY THE ORC - £1.50 TAPE, £3.50 DISK
Wow Software, 71 Radipole Lane, Weymouth.

puzzles as it give you a sense of achievement. In
Crystal Theft there is one particular object that when
picked up adds 50 points to your score and yet it
has no other use - Why? The game wasn't much fun
to play and shouldn’t have been rereleased!

' [ v . ] r % J . 'J . "J
GAC )/ :)d |l 417501
If you have any questions about the use of GAC, specific GAC-related problems and queries or

hints and tips of your own then jot them down and send them to: The Balg’s GAC Program-
ming Clinic, Amstrad Action, Beauford Court, 30 Monmouth Street, Bath, Avon BA1 2BW

Q: How do you swap one object for another?

John Reilly, Barnstaple

A: Use the SWAP command! The action 'x SWAP y'
will exchange objects x and y. Thus you could write a
routine for ‘LIGHT LAMP which swaps the objects ‘a
lamp® with ‘a lit lamp'.

Q: How do you tell what you are carrying?
John Reilly, Barnstaple
A: Use the 'LIST WITH' command which lists all the

objects you have with you.

Q: Does it matter if you send the adventure on tape
or disk?

Brendan *"Legolas” McGoldrick, Strabane

A: Nol I'd prefer your entries for the GAC compo on
disk but you can send them on tape if you really

want. f you omclose a stamped self addressed
envelope | will return your game when | have finished
with it

Q: Has QS.ADV to be lpaded each time GAC is
loaded?

D.S.Anthes. Dorset

A: Not necessarily - Q5.ADV just makes your life eas-
ier by including a lot of adventure conditions which
are used in every adventure, but you don't need to
load it i you don't want to!

Q: In your GAC tutorial the text clearly states that

key is in room 8 but illustration show it in room 4 -
hich is right?

D.S.Anthes. Dorset

A: The text = there was a muck up in the map which

showed the key In the wrong room.

Q: Is there any way to program character interac-
tion? (For example, being able to speak to ancther
person, with different reactions for different things
said.)

Keith 0'Conor, Dublin

A: Yes, but it's not easyl You'd have to code a
response to each word sald which is very difficult
considering the complexities of the English language!
However you could code in specific phrases such as
‘SAY HELLO' or 'SAY PASSWORD".

Q: The adventure I'm writing is BIG, so big that I've
had to make it two parts. My problem is that to
access the second part I've written a BASIC pass-
word system. On the title screen you get a choice
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This month’s scintillating collection of clues are from Lee Davies (Bris-

tol), Thomas Christie (Grangemouth), Edmund Spicer (Littlchampton)

and David Holland (Alsager).

Dracvia

* To get past the coachman, ‘give money

* Ring the bell on the desk in the golden krone hote
and sign the register.

* 5it in the dieng room and read men.

» Eat food, remembering to go to bed early, close
window, if you leave room take It candle, i
attacked by dog, search, give bone, return to bed.
When you are awake, leave the hotel. I you are
pffered a coach ride refuse it! Just sit and wait and
wait and wait unbl a coach armves

Holiday Il
* Give money to lady in the shop lo get card.

Lords of Time

* Pour the petrol over the wood and light a match
when the mammoth appears

» Give the viking the fur and he will give you a horm.
* Push the rock in the caves.

Terrarmolinos

* At the bultfight it is best to save your posihon and
map the streets then relpad, unknot hanky, wave
red hanky at bull and return down the streets unti
you reach the china shop, where the bull will be
trapped.

+ At the monastery, after taking photos, go to the
catacombs and go dectly southrwest to find Mr.
Snargsby, call him and then return to the coach

of going to part 1 or 2. Not a problem — however,
what | want to find out 15 # there's any way that at
the end of part one | can make it automatically load
up my BASIC password system,

David Georgiades, Kent

A: Firstly, remember that the GAC compo entries must
be only one-parters - there lsn't really room on the
covertape for much more.

Unless you know a lot about machine code it is
impossible to get GAC to execute external routines
such as a password checker. However, at the end of
part one you could give the player a password for part
two and then tell the player to load . You also don't
have to write a password routine in BASIC - you could
include it into your actual GAC game. Just make the
first location in part twoe a room with no exits with tha

Trial of Arnold Blackwood

* Don't eat the kipper found in the dining room!
Instead, feed it to the cat that guards the fnal
room

Very Big Cave Adventure

The three words to remember are -

SUGAR - takes you from the welie house fo
debris room (or vice versa) in part one.

BRAN - takes you from the chamber to deadend
(or vice versa) in part two.

MUD - takes you from the wellie house to dead-
end (or vice versa) in part two,

Videoworld
» To switch between night and day, draw or open
the curtains,

Yarkon Blues

* Find part of the heat shield by the wreckage of
Odourtater 2,

* [Jse the phaser to see in the dark

* Pull panel at space-pod lo get a shovel, then dig
around monument to gain access to the sewers.

* To get to the transporter from the monument: D
Sx2,E, Sx2, W, S, teleport.

= Got any problems with adventures? Write to: Bal-
rog's Help, Amstrad Action, Beauford Court, 30
Monmouth Street, Bath, Avon BAL 2BW

description Please type password from part one:’ and
then write a condition which means when you type the
correct password GAC usos the GOTO command to
send you to the real first location.

(): Does GAC allow characters which can move from
location to location? f so how?

Brendan "Legolas” McGoldrick, Strabane

A: Ummm... It is possible but it is complicated! You'd
have to writeé a routine which used the COMN com-
mand to determine which exits where available and
then move the character (who would be stored as an
objoct) using the x TO n command. Any reader want
to send in such a routine?

Q: In my adventure | have a2 twenfyHocation maze

ease Can you tell me where | can purchase a

tape for the 464 with chess onit?

Louise Hope
Sorry, Louise, | don't know - but maybe one of
AA's readers does. Helpful readers should write
to Louise at Woodlea, Netherburn, Larkhall MLS
3BS.

Coud you tell me whether Leather Goddesses
of Phobos is -available on tape for the 4647
P L Ramsay

Blackley
Leather Goddessas (and the rest of the Infacom
range) was only released on disk and even then it
is now near impossible to get hold of these
games = sorry!
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Amy help or adnce you can give would be

Dawydd Hague
Sancton

The four main adventurs creators are PAW,
ADLAN, GAC and Quill. ADLAN and PAW require a
disk drive and ADLAN also needs a rombox to
work.
* PAW & Quill; Gilsoft, 2 Park Crescent, Barry,
South Glamorgan CFG BHD
= ADLAN: Graduate Software: 14 Forrester
Avenue, Weston-on-Trent, Derby DE7 2HX.
» (AC: AATE covertape!

with the same descripbion in each location - is it pos-
sible to write a routine o print the description in
each room rather than have to write out the same
words twenty times?

Rachel *"Mad Cow” Smith, Chesterfield

A: Yes it is possible - just place the following in the
high priority conditions:

HIGH1 REISE n DD
2 IF (ROOM )» x) SET m DD
3 IF (ROOM } y) RESE n END
4 IF (SET? n) MESS a NAIT DND

Where n is a marker used to say wether you are in the
maze or not, X is the first location of the maze and y
is the last.

GAC COMPETITION ENTRY FORMAT

A lot of people have written asking for what they should send with the GAC games
they write for the competition - so hare they are, the full compo rules!

» The game must be GACed (It is a GAC competition after all!)

* |t must be one part only (the covertape won't have room for a multi-part game

but you can have a loading tereen i you want)

* You can send your game on a tape or disk (although I'd prefer the game on
disk). But if you want your game back you must include a stampad self addressad

emvelope.
* You must send a solution and map with your entry (| can't be expected (o play

hundreds of GAC games without any help!)
* It would help if you sent any relevant instructions

* It would also help if you wrote why you feel your game Is good - outline any

clever puzzies, amusing responses or strong points.
Remember, don't send your games yel - there's no rush!
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DRIVE!! DISK DRIVE!!

Our Sony 3.5" disk drives now come with RAMDOS absolutely .
free of charge allowing you to format and use 800K per disk Features'
without the need for any manual switches. The disk drive comes
complete with all necessary cables, ready to plug in and format to
800K per disk!

Available ex-stock, only £74.99 (plus £5.00 p&p)

Very quiet

Slimline design

Sleek, high quality metal
casing.

3.5" disk drive complete with ROMDOS and a 6 socket rombox Avallable for GPCE126,

6128+, 664 and 464/464+
o ’

only £99.99 (plus £5.00 p&p) (464 & 464+ owners must
have a DDI-1).
External power supply
® 10 Blank 3.5" PC-TRANS:- transfer| | ;o1 164, OWNERS O_nfOff switch

disks only £10.00 your files from a CPC 10| |y 4 dick drives now in Simple to connect, full
® Ramdos only £9.99 gﬁcﬁgﬂ;'ﬂe versa-| lsiock. Only £159.99. instructions included.
® Romdos only £19.99 | [Z™Y =455 | 12 month guarantee
® 5 socket ROMBOX 10 3° blank disks Please telephone first

only £24.99 Only £17.50 for availability.

Access
Siren Software, Wilton House, Bury TELEPHONE:- 061 724 7572
Rd, Radcliffe, Manchester M26 9UR FAX: 061 724 4893 VISA




Producing your own magazine, huh?
The first thing you're going to need is some
words, The actual act of putting a few words
together to produce a readable review or article
shouldn't be any problem. After all, the one thing
you can't avoid learming at school 1s how to put
together written pieces. Every subject (er, except
maths) involves producing readable written work,
whether it's essays, reports or full written
answers' to questions. So “T've never written any-
thing before™ is a totally rubbish excuse for not
doing a fanzine.

There are a couple of unwritten (ho ho, my lit-
tle pun there) rules about making your writing look
professional. First of all, it has 1o make sense.
Fiddly aspects of grammar like punctuation and
stuff aren’t really important, the only problems
arise where you try to cram too much into a sen

tence and it goes a bit odd, Here's an example,

Next month we will be looking at the Wobbler, a
new product from Ratfink that makes drawmg cir-
cles much easier, and what you have to do waith it.
An easy way round this sort of thing is to break
long sentences up into two senfences, each con
taining a separate point, and linking them in the
same way as your duodenum and botty (i.e. with a
colon). Er, although in the above case just adding
the word “explaining” after the “and” would have
done the tnck. [All right, so it wasn't a very good
example. Sorry.)

The big trick to make your writing look more
'‘professional’ is to try and cut down on the use of
the word “". There's nothing wrong with personal
opinion (after all, wanting to have your say is a
main reason for starting a fanzine), but too much
use of the word 1" looks clumsy. Cutting down will
help to disguise personal opinion as expert analy-
sis. Take a look at Action Test - we never use the
word “I" in any of the games reviews (Second
Opinions and captions excepted).

So what do you write about? The sim
plest starting block is to get hold of another
magazine dealing with the same subject (High
Street mag, fanzine or whatever) to give you an
idea of the sort of things you can cover. For a CPC
games mag, you'll want games reviews, games
news, a cheat section, etc. Regular features go
down really well with the punters, Series (tutonals
and so on) are also & good bet, as once you've
got someone interested in the series theyl (proba-
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Hello, good evening and welcome to the start of a short series on
publishing your own magazine. This month ADAM PETERS is writing

about writing. Er...

bly) keep buying the mag. Very long running series
are a bit of an offputter though. New readers wil
be less than overjoyed to encounter Advanced
Pascal Programming part 73.

Above all, be adventurous. You've started a
magazine because you're really interested in a
topic/hobby and want o mform and entertain
other people with the same interest. So what arti-
cle would you really like to read? What are you
interested i finding out more about? Why not go

on some trips and interview some people you've
always wanted to question,

The meost enjoyable article in the football
fanzine | used lo produce was a ‘Behind the
Scenes’ report on how an issue of the Brmingham
Sports Argus was put together, explaming how it
was got out on the streets so quickly (within min-
utes of the final whistle on a Saturday afternoon). It
was simply a case of ringing up the paper's editor
out of the blue and explaining what | wanted to do.
He was really into il.

| was shown every part of the process, watch-
ing the ed working out the headline for the cover,
seeing the results pages being pasted up, right
down to watching the button being pressed to
start the printing presses rollng. | didn't lake a
camera but an Argus photographer took some pic-
tures of the offices the following day and sent
them on to me. And | had some tea and biscuits.

Everyone’s vain. Everyone's out for any public-
ity they can get. Big pop stars ke Carter USM and
The Wonderstuff are as happy to talk to fanzines
with a circulation of 200 as to high street mags
that sell 100,000. They know that fanzines are
produced by people with a genuine interest, rather
than cynical old hacks counting the days till the
next pay cheque.

Finally, the whole point ic thal il's your
magazine, so don't let anyone else tell you what
you should or shouldn't put in it. For example, feel
free to ignore everything I've said, rip this page out
of the mag and post it to me in little tiny pieces,

Next month we will be lookng at artwork,
design and DTP packages. See you then.

bl ATNE « NC
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DIZZY DOWN THe
RCPIDS
CODEMASTERS + £3.99

Whilst most of his adventures are mega top, our
eggdike chum Dizzy also has this habit of cropping
up in arcade games. The majority of these are pretty
crap and though Dizzy down the Rapids isnt the
worst (that honour goes to Panic Dizzy), it's still
pratty sad.

Basically this is an outandout copy of the
Tengen comop Toobin'. You're in a barrel, travelling
down some fast rushy water, chucking apples at the

This looks axciting, doesa’t H? We can
barely contain ourselves. Dixxy Down the
Roplds won't win prizes for innevation.

E
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various foes that confront you. Some of these are
splashing around n the water, others are standing
on the riverbank. Yawn.

The problem is that if's so damed slow [a lot
slower than the original) and Toobin" is probably one

* of the most boring coin-ops in history anyway. Add

to this some butterfiies that sap away your energy
and are virtually impossible to shoot down or avoid.
Throw in enemies that reguire three hits to be
waxed, making the whole thing very stop-starl. Boil
2ll this on a medium heat for a2 half an hour then tip it
down the sink.

The scenery hardly changes, the gameplay (what
there is) is repetitive in the extreme, and there really
i5 nothing at zll to make you weant to play again. As a
Typedn this would be quite impressive. As a comr
mercial release it's pretty pathatic.

[ep———

B Oh loek, a waterfalll Phow,
livened things wp a bit, oh kids?

that's

DRGGONS OF
FLaGMe
KIXX » £3.99

A roleplaying game, eh? This fittle adventure forms
part of the Dragonlance series of Aadvanced
Dungeons & Dragons games. We never reviewed it
when it first came out, so it's ime to make amends
for that now.

Summertime and the living is easy, they say. Not for ADAM PETERS, it
isn’'t. We've given him a big pile of budget re-releases and locked him in
the cupboard under the stairs, while we go down the park for a picnic.
Ho ho ho...

-

8 In Dragoms of Flame you contrel a fear-
seme mob of sword-waving hero types.

Cragons of Flame is the sequel to Heroes of the
Lance, and is set in the same “wardorn World of
Kryn™ with “evil Draconian forces’, together with
“trolis, gnffins and zombies™ and “Takhisis, the
Queen of Darkness”. There are eight good dudes for
you to take control of, and a massive labynnth of
rooms to explore.

We have to admit that we're not the biggest
fans of this particular game style here at AA Towers.
Ardent adventurers could well enjoy this game, but
we found it 2ll mighty dull.

There's a lot of boring walking involved, up and
down identical looking cormidors, and the actual com-
bat bits require mindiess beatemup shie joyshck
waggling. This is hardly the sort of “careful thought
and considered tactics” that people who like to call
themselves things ke Trokin the Gobiin or Blodwyn
the Witch always clam that adventure games are
based on.

So what's the market for this game then? Too
dull for your average gamester, too mindless for
Balrog junkies... big D & D fans might want to add
this one fo their collection, but we found it all a bit
lacking, to be honest. ),

ghost with a strange limp and no feet.

escaPe FROM
THe PLAGNEeT OF THe

ROBOT MONST@RS
HIT SQUAD - £3.99

Domark's overrated scii shoot-em-up has landed on
the budget shelves of your local computer store.
(Cue Dr Who style creepy music.) Be scared. Be
very scared. Be more scared that a kitten that's
accidentally wandered into Battersea Dogs’ Home.
Escape from the Planet of the Robot Monsters is
the title of a realty naff low budget B-movie from the
1950s. The sort of fim that people today buy

H Can yow spol three mistakes our hero (in
the red) is making in this picture? (Look
behind you, you durned fool!)

posters of and rave zbout (for its great kitsch-
appeal) but would never seriously consider watching
all the way through.

The game's a bit like that too, actually. The odd-
est thing about it is the control method. it's that old
Asteroids style lefl and right to rotate and up to
move forward technique. Everything’s made that bit
more troublesome by the fact that pushing down on
the joystick fires a bomb. You'l often end up firing
off tons of bombs when all you really wanted to do is
turn around.

FPEESS =




There are a host of evil robots and compurter ter-
minals to be blown away, and plenty of escalators
and ladders to cimb as you make your way around
the complex. The scrolling is jerky, the graphics are
blocky and the gameplay is totally tiresome. A brave
attempt to recreate a game style of old, but Escape
just isn't playable enough to really cut it. It's pass-
able, but only just.

MYTH
KIXX - £3.99

B A few swift kicks will crack open the
cvavidron ond unleash uniteld goodies.

Let's step back in time to 2 world of devils, demons
and big shiny balls. Chris Rea's doing the driving and
we're on the Road to Hell. Skeletons and platforms
abound, and the words “Stryker & The Crypts of
Trogan® pop into our heads like a stray nerve
impulse. ('m terribly sorry about afl this. | think
Adam’s been sitting in the sun for too long - ed.)
Myth - History in the Making is a game of four
distinct levels, the Road fo Hell, Ancient Greece, At
Home with the Norse Gods and the Land of the
Pharaohs. Each level is an arcade adventure in itself,

£ OOL26C
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H This'll ba one of the five spheres you
need to nab to get off the level.

with five orbs needing to be found in order to move
on to the next time zone.

The hazards involved are far too numerous to
list here, Let’s just say that when Myth appeared two
years ago, AA games supremo Trenton Webb
described it as “"an arcade adventure that will go
down in legend®. And he wasn't wrong,

.A,?’

The Speccy port graphics might look a hit nobby
in the cold light of 1992, but they're a lot more
detailed than the graphics in Dizzy/Seymour games.
Dnly Gremlin has ever made as good use of mode 1
graphics as System 3 managed here.

The controis take a fittle getting used to. You
need to select weapons and spells from the scrolling
icon bar at the top of the screen, and you need to
hit Fire and push DOWN to jump straight up (). But
these little quibbles can't detract from the fact that
this is a massive and very stylish adventure with lots
of tough puzzles to solve. Bostin'.

& s
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SHODOW WAURRE:

The games software industry seems to have an
unusually high perception of the number of ninja war-
niors there are wandering round our city. if thewr
games are 1o be believed, it would be impossible to
even walk down to the comer shop for a bottle of
milk without some pylamaclad fighter leaping over
you to do battle with a big bloke with a crowbar.

Shadow Warriors is one of ‘those’ games. You
know, all sluggish graphics, tiresome combat and
tons of enemies. The sort of game we dig out one of
our allotted yawns for (we're only allowed to use the
word ‘yawn' five times in each issue).

The controls are simple to get to grips with, the
graphics decent enough and the sounds passable
(the tape motor is used for additional n-game

Wmh“ﬁuﬂhm“ﬂnﬂdﬁ.hnhm
CODEMASTERS » 0926 B14132
HIT SQUAD » 061-832 6633
KD = 021-625 3388

ACTION REPLAY =
AR

effects). At the end of the day though, this is 50
walk-of-the-mill that there's really nothing else to say
about it. If's a ninja bestemup the ke of which
you'll have seen before a hundred times. If you like
this sort of thing, you'll like this sort of thing. If not,

stay well away. I %
vVERDICH
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Loved Me is o sad excuse of a racing game.

e
HIT SQUAD +» £3.99
The beach is covered in dead villains. Inside the wila
we see several emply Martini bottles. And what's
that over there? Well bronzed flesh, slightly wrinkly
but with decent enough muscles, a few nasly scars
and some nasty scratches. This can mean only one
thing... Bond's back.

Yep, everyone's favourite hard drinking, woman-
ising, rootin' tootin' secret agent dude has got
himself a car that turns into a submarine, and a mis-
sion to go with it. Unfortunately this mission is
somewhat wasted on a duff racing game that
wouldn't look out of place on a ZX81.

There haven't been any really decent Bond
games (only Live & Let Die came close, and that
was never intended as a Bond ficence when it was
programmed). The Spy Who Loved Me, however, is
just about the worst. You drive along a winding road,
avoiding other cars, knocking over bollards and spin-
ning off the road for no good reason.

Laler levels take the 'race’ to the ocean waves,
but difficulty and boredom will probably prevent peo-
ple getling very far into this one. We really don't ke
slagping games off, but we even less like the idea
that people might be wasting their money on tripe
like this. If you want better entertainment, try watch-
ing BBCZ's The Late Show. Hur, hur
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Writing your own game is the topic of this
maonth’'s main feature. so we though we'd
ask the A4 posse what game they'd write if
they had the chance...

ROD LAWTON

I'm a bug fan of Grand
Prix racing, so I'd write a
mator racing simulator,
I'd chuck in some spe-
cial features, though,
such as fully swiveliing
cackpit mirrars and
possibly a heated gear
lever knab.

ADAM PETERS

| hate games like
Robocoo where you
have to kill rioters. I'd
write a game where
you actually conbrof a
ricter, fighting loads
of Robocops. That
would be really ace.
{Oh dear - Ed)

ADAM WARING
M [ve already written
= some games, including
x Ninja Massacre and
N [ ost Caves The first

- named is published by
TV CodeMasters and the
s Second by Players.
They're totally excek
lent. Buy them (please),

MARYANNE B

f'd write 3. game where
you didnt have to kil
amything or fight any-
one and nobody got
hurt. It would feature
pretty flowers and
small fluffy ammals. 'd
call it Love, Peace and
Happiness,

ADAM WARING

Look, I'm not joking,
they really are excet
lent games. Nina
Massacre is on the
Quattro Combat pack,
and Lost Caves was on
the AAG4 covertape.
They're both abisolute
classics of pur time

DIZZY AND THE
LOST TREASURE OF
THE YOLK FOLK

We haven't heard much from our eggy pal
since the Dizzy's Excelient Adventures com- 8
pilation appeared at Christmas (it’s still topkSH
of the fulprice charts]), but here's the lat:
est news from Dizzyland.

Flash! Dizzy down the Rapids, off the Excellent
Adventures compo, iIs now out as a stand-alone
game, priced £3.99 as usual. See page 44
for the review.

Flash! Spefibound Dizzy, the biggest
Dizzy game to date and the mainstay of the
Excellent Adventures compo, will also be
wobbling around on the £3.99 shelves by the time
you read this,

Flash! In a break with recent tradition,
CodeMasters isn't planning a Dizzy compilation this
coming Christmas. Instead it's going to be releas.
ing a single game, Dizzy and the Lost Treasure of
the Yolk Folk, priced at £9.99.

Ten quid is 2 ot of wonga for a single game,
bearing in mind that the Codies would normally
provide you with five for that price. However, the
idea is to create an “interactive kit®, with scratch
'n' sniff cards, surpnse packages and gifts all pro-
vided along with the game. These would each
come into play as the relevant point in the adven-
ture is reached,

Sounds like a boss idea - we'll bring you more
info when we gel it.

Dizzy and the Lost Treasure of the Yolk Folk
(CodeMasters) will be out at Christmas,
priced £9.99 cassette. Dizzy Down the
Rapids and Spellbound Dizzy [also both Code-
Masters) are out now, priced £3.99 cassette,

GRAPEVINE

What are we doing right near the back of the magazine then? What's
going on? And where's ADAM PETERS? Has anyone told him? He might
have gone to the wrong page. Oh, it's OK, here he is...

I
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INDIANA JONES AND
THE FATE OF ATLANTIS

What a lot of long titles we've got n Grapeune this
month, it really makes things hard for the art bods,
but what the heck? We have to suffer them going
on about Neighbours all the time, now they can suf-
fer a bit too. Hur, hur, hur...

Bindy 4 - a
3D explore-
em-up we've

T DLl RS

Fi— [€64 screen])
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B Bul whal
doe you have
to do? Er..?
Ask us again
next month.

[€C64 sereen]
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What's been occurring this month? Well, that nice
young man from CodeMasters (Richard Eddy - Ed)
came round with something in his trousers to show
us. it was a disk featuring early preview versions of
Grell & Fella and DJ Puff. '

The games weren't in a fully working condition.
In fact, the graphics were there and they moved
and that was about it. No firing or anything like
that. Other mags sometimes choose to review
games in this condition, but we prefer to just chuck
2 couple of screenshots on the Grapevine page
and say, "there’s some screenshots here to peruse
~ full reviews when the games are finished.”



Indy 4 is the film that never was, and the game
that is (if you see what we mean). US Gold's long-
awaited 30 explore-emup is nearng complebion,
and we're all ready to give it a great big Action
Testing next month,

The game lets you take control of both Indy
and his chum Sophia Hapgood. It's all about some
precious metal called Onchalcum, And there's lots
of Nazis in it. What else? Not telling, you'l have to
buy next month's issue {my, but we're cruel)...

Indiana Jones and etc (US Gold) will be out in
a couple of months, priced £11.99 casselte
and £16.99 disk. We review it next month.

THE GARY LINEKER
COLLECTION

To tie in with the European Championships, Kixx
{the budget shoulder of US Gold) is knocking out

S poc. We do
= | not like i
Mot at all.

review this. Sorry. Mext... What's that, you say
that Andrew from Kix is on the phone? He's kid-
napped Maryanne's teddy and he's going to cut its
head off unless we review The Lineker Collection
right this minute? Ch. Next... (You wouldn't like it if
that happened to your Edd the Duck, would you? ~
Maryanne.) Edd, sniff, poor, poor Edd, blu blu blu,

I'he

by
\ =
|__
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-
I
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The Lineker Collection, a pack consisting of four
footie games and a wallchart. It's a ‘budget comp-
lation', but that only means it's priced a couple of
quid less than fullprice compas.

We haven't got @ Compilation Crazy spot com-
ing up for qute a while, so there's nowhere to

it's too horrible to contemplate. All right, let's
review the compilation, though this is supposed o
be the previews section and I'm sure someone is
going to complain...

Of the three Gary Lineker licences on this
compo, only Superskils (a sub-Daley Thompson
joystick-waggling training program) doesn't cut it.
Let's face it, @ game based on traning for a sporl
is a pretty stupid idea. Why not a game based on
revising for an exam? That'd be even better.

Gary Lineker's Superstar Soccer has a few nig-
ging bugs in it, but it's still a pretty excellent
game, it's a combination of management and
arcade sechons, and in the match itself you con
trol one particular player. A nice fouch, though it
does mean you have to hurl your player up and
dawn the pitch to avoid missing the action. Lots of
ace ‘moving mto posibon’ techrigues come into
play in a game hke this

Gary Lineker's Hot Shot and ltaly 1990 are
similar games, both with an overhead wew and
both blisteringly fast. These games finished 5th
and 1st respectively in our foolie games top fen
(AA79). In other words, they're completely stonkin’
soccer classics

All in all, The Lineker Colleclion 15 a pretly
excellent package and well worth the money. MNice

B Maly 1990 is AA's official favourite
footie game of all ime. We gave it a tre-

phy and a big sponge cake.

BUDGET

one Kixx, Can we have the teddy back (please)?

B Gory Lineker's Hol Shot is probably the
fastest CPC footie game of all FHme.
Zoom, it goes... zoom, Toom, Io0m.

The Lineker Collection (Kixx) is out now,
priced £9.99 cassette and £14.99 disk.

thinks are best (check the phrase book, grandad] is
doing a good enough job of embarrassing itself with-
out us having to pitch in.

More hot gossip next month, dudes...

Everyone seems to be going video games
mad at the moment. Failed comedian, and hap-
less Gamesmaster host, Dominik Diamond has
got a regular spot on the Steve Wright show on
Radio 1. On the first of these spots, Dominik
explained the different types of computer avail
able. “8bt machines have got half a whopper
memory,” he explained, scientifically.

A lot of people have written in fo express
their disgust at the “rather infantile” antics of a
rival magazine which has chosen to diss AA at
every turn, Lots of you want to see us hitting
back, but frankly we think that people seriously
committed to the CPC shouldnt be fighting

Rt <

amongst themsehes, so we'll just ignore them.
Suffice to say that any publication that
gives 2 Bogus Game Award to the games it

B DJ Peff is a ruany, jumpy collect-em-up,
set on a desert islond. You play the icky
blue dragon in the centre of the screen.
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Database Software’s excellent

educational programs can now
UK PRICE be yours FREE when you sub-
riginal cover price scribe to AA. Choose from one of

OVERSEAS PRICES g;r::?;;ackages: under-5s, 5-7s or
P iotmuneer g
Postage & Packing £1 per orde
“regurdiess of size of

BACK ISSUES ORDER FORM

Please send me the following DACK-ISSUBS .......u.cuimeismiissssmasssssssssssssissssss ssssssse s

METHOD OF PAYMENT (tick the appropriate box)
I Visa [ Access

3BLE,
NO-RISK
GUARANTEE

You can cancel your
subscription at any time in the
future and we will refund you in
full for all unmailed issues.

You just can’t lose ovt!

I R i i i e e T O it

| Cheque (payable to Future Publishing Ltd.)

B R R RN R R

Eress it coupon (togatber virh your chague f appicable) in on esvelaps crd send 'c: AMSTRAD ACTION BACK ISSUES, FREEPOST,
SOMERTON, TA11 78R.



cribe fo
frad Activet

you subscribe - choose any

» of these three packages... Free SO'"'WCII'e

Cheetah when you subscribe (or
Bug resubscribe!)

One of the best joysticks

we've ever used! Short, Free Del ive ry

responsive 'stick, positive

Fire buttonsanda of your favourite magazine,
superbly ‘ergonomic

design make it the office = @Very month

favourite... and it can be

yours with an AA sub!
Free Club
membership

All subscribers avtomatically
get a monthly Subs Club
newsletter

® PLUS you get complete
INFLATION PROTECTION for a

Les Stars

A compilation of four great
arcade games from top
French software house

Loriciel: Builderland, g

Skweek, Super Skweek year AND yov GUARANTEE
and Bumpy. never missing a copy of
"SR AMSTRAD ACTION!

YES! PLEASE ENTER/RENEW MY SUBSCRIPTION TO AMSTRAD ACTION AT THE ALL INCLUSIVE PRICE OF wsomoma

12 ISSUES 1 UK £29.95. | EUROPE £47.25 | REST OF WORLD E£63.10
To emsure you recehe your magazine and tape quickly and undamaged, all overseas subscriptions are sent Alr Mail

MY CHOICE OF GIFT IS no row oo LES STARS FUM SCHOOL 2 7 under-5s ' 5-Ts "1 over-Ts CHEETAH BUG
M you are an existing subscriber please quote your subscription reference number here — you will find this on your address label

MY METHOD OF PAYMENT 0§ icx rouw cne TOTAL PAYMENT £

Owa [Ooacoss oww 0 0 L0 0 3 S0 4 0 8 L0080 sl B0 I | (HEQUE Make payable fo Futwe Publshrg Lid

NAME SIGMATURE

ADDRESS

e — ____POST CODE

Erulese Evs conpen (together with you hegvs if eppbeoble) i on envelepe ond send 1o AMSTRAD ACTION SUBSCRIPTIONS, FREEPOST, SOMERTON, TAI1 7ER.
ME: YOUR SUBSCRIFTION WILL BE PROCESSED IMMEDIATELY BUT PLEASE ALLOW 78 DAYS FOR THE DELIVERY OF YOUR GODDS. THIS COUPOM 15 VALID DNTIL 3157 JULY 1997 Ah/RAG D792
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amazing subscription offe
of free software on
page 48

Description
One binder

Name

Address

Postcode

Amsirad Acti

e

oa53TV45, , I

RODLAND
Starm

40 levels of yuchilycute
f platform puzzling action,
"I"uu have to defeat hordes
g7, of lequaly cute) monsters
S with your rod - collect
# the flowers to enter a
S bonus stage. Very

avadable from Amor. Works on
454 and 6128 » DISK ONLY.

Order No
ALSTHD

Prce
£19.95

a4
BINDER

BLUES
BROTHERS

Titus/Palace

Mot, strictly, a conversion of
the fim but a platform
explore and beatem-up fea
turing the two lovalsle
characters, Jake and
Ehwood. Free levels, and lots

colouriul, Lt
m'degeel for tokeep you gong
F WOUNZET
£ 3 garnss ?E 3

Price Order No Dascrption Price I}If-:_ier Mo

EB.99 ME'.HE Blues Brothers Cassette  £8.99

E£12.99 AMTID Blues Brothers Disk £12.99
Arguably the best word processor Database Software
you can buy for your Amstrad (if's There are six games in
the one used by the AA editorial each package, and three
team). Very fasl, and abows com: peckages: one for the
prehensie fiie-handing from under 55, one for the 575
within program. Can be and one for the over 7s.
‘eupanded with Prosped,
Promerge and Protype packages,

€5

Under 5s (Teddy Bear]
painting, picture-matching,
karzoke () and reading.

5-7s [Frog) leam how lo
sort books, be a shop-
keeper, do sums, amrange
letters and numbers in
sequence, match words
ad fype

Over 7s [Spy] can leam
arithmetic, answer ques-

pore m;mwm tions, COMVert Curmency
H:r;jm colecion undersiand timetables and
t-ugt'd_'sern;hs bright ieamn geography and dates
Sk DescrotnPree _(nderho| DesrptonPree_ Grte Mo
Pice  OrderNo  T.BearCass £9.99 MMSC |FrogDisk  £11.99 AMSIAD
=  E5.99 AMITR T BearS Disk £11.99 AdSAD |SpyCass  £9.99  aMSIN
£11.00 AMITER  FrogCass £9.99 AMSIAC |SpyDisk  £11.99 AASIAD

Phone number

Method of payment (please circle] Access « Visa * Chegque « PO

Credit Card No
Expiry date

] Please make all cheques payable to
Future Publishing Limited

Description

= ¢

MINI
OFFICE |I

Catabase Software

Word procecsor, database, spreadcheat, labe! printer,
graphacs and communications — a fabuious alknone
pack 4t an amazing price!

Word processor Uses menus and/or embeddad com
mands for most functions. Lets you import text from the

datatase modue.
e Database Five dfferert field
£ types avadable. Handles arith
mebcal functions, record sorting
® -

Spreadsheet You can copy formulae or absolute vak
ues from cell to ced, print out ail or part of your
spreadshest and recaiculate automatically or manualy.

Label printer Lets you design labeis and read data
from database fies.

Graphles Produces pie, bar or ne charts. Can accept
data directly from spreadsheet. Dumps graphs directly
to prirler,

Comms Range of comms protocols supporned, pus

fbes saved direclly lo memory or disk.

Description Price Order Mo
Mini Office ll Cass = £13.99  AASIOAC
Mini Office Il Disk £15.99 AASTOAD

AMSTRAD ACTION MAIL ORDER

Price ' Order No

TOTAL ORDER

@ For overseas orders call Claire Bates for prices on 0458 74011

SEND THIS FORM TO: Amstrad Action, Future
Publishing Ltd, Freepost, Somerton, Somerset, TA1l 7BR

Prices include POSTAGE, packing and VAT - NO HIDDEN EXTRAS

Rt EPp e IF peated 0 e U
Charweal bsiarsis o toe bt of Mo



ftype-ins

Welcome to another batch of readers’ programs plus JERRY
GLENWRIGHT'S ongoing BASIC tutorial — everything you need
to get the most out of your machine’s inbuilt BASIC! If you've
got any programs you think are good enough for publication,
send them to: Type-Ins, Amstrad Action, Beauford Court, 30
Monmouth Street, Bath, Avon BA1 2ZBW... you could win £20!

MFFILE

The Multiface 15 one of the
gamer's best tools for getting
those otherwase  unattamable
high scores, right? Problem is, a
month or two after buying a Multiface, and you've
got more scraps of paper with obscure pokes on
them than er, someone with lots of scraps of paper.
Try digging out your favourite poke from that lot!

But now there's Dawd Madden's MFFile poke
database. Realising that the best way to store
pokes was to assign the task to his CPC, Dawd, of
Farnborough, Hants, decided to write a dedicated
database and MFFile is the result.

Consisting of just 4K, the program enables you
to store up to 250 pokes together with the name of
the game they apply to, address and effect - it's
wonderful!

A must for dedicated cheats everywhere.

{Ltkp} 18-‘Multiface-Cat

{Fphu) 28 'ForAmstrad:Action &:FD

Mefw} 30-°By-David-Madden-on-464+ -March- 1982

{Pxfr) 40'A11-REN's-must be-typed-in

{NlAg} 50+0M ERROR-GOTO-1168

{Pnku} E8-BORDER 3:PAPER-8:INK-8,3:INK 1,24

{MxcB1)} 78-DIN-nanef (258) :DIN-pok#(250) :DIN. efct
(258)

{Mafx)} BO-MODE:L:PEN.2:PRINT.STRINGS(48,2E81)

{DaCk) 90-FPEN+1:LOCATE.2, 3:PRINT"MELCOME - T0-NUL
TIFACE -CATALOGUE- (wl,1)."

(RLBJ) 100 -PIN:2:LOCATE-1,5 . FRINT-STRINGS(48,25
8)

{HtBa} 118 FEN.1:PLOT 136,001 DRAN 135, 300 DRAN
510,300

{Gkix} 120 DRAN-518,60:DRAK- 135,00

Mot} 138.PLOT.135,268:DRAN 510,260

{MxBk} 148.FEN.2:LOCATE.13,8:PRINT®A-LA-
CARTE -NENU"

{HaC1} 158 LOCATL-11, L1:FRINT"], -INFORMATION.":
LOCATE - 11,13:PRINT2, -ENTER DATH.*

{ErBx} 188 LOCATE.1l,15:FRINT"3, «LOAD FILE" :LOC
ATE:11,17:PRINT"4, -SEARCH - A-FILE."

{CvB1} 179-LOCATE-11,13:FRINT"S, -END-PROCRAM . "

{MuBs} 180 LOCATE6,22:PRINT™ (< FLEASE ENTER 10
UR-CHOICE:))"

{CiBi} 190 a$=INKEYS IF.a8="" THEN 150

{MuBn} 200+a-VAL(a$):IF+a=8.OR-a)6-THIN -208-ELS
E-218

{CoBk} 210-0M-a-GOSUB-220,320,670, 040, 1020

{ErAp} 2E0+KEN:Information

{Amfx} 230-CLS:PEN-2:PRINT STRINCH(42, 251)

{HsBr} 240+PEN-1:LOCATE.12,3:PRINT"({  INFORMATI
ON-2

{XtBj) 250+PEN-2:LOCATE.L,5:PRINT-STRINGH(48,25
g)

{GiAt) 268 PIN-1:LOCATE-1,8

{DxGq) 279+PRINT®THIS  PROGRAM-WILL.-GIVE.¥0U.T
HE+OPTION: «OF  -CREATING 4+ +FILE - 10 STORE
«ALL-YOUR: ‘MULTIFACE - -CHEATS-IN. -IT-CAN:
HOLD-UPTO. 258 - ENTRIES - AT ANY . ONE. TTNE. .
10-CREATE: A+ FILE. -JUST: SELECT - -OPTION:
1+AT+ THE . \MENU+PAGE . "

{NaHa} 288 PRINT® IF YOU -MISH-T0+ADD MORL. -POX
ES INTO A« +SAVED FILE-ALL - ¥OU HAVE- 70D
» I8+ «JUST+ LORD« THE »  FILE + AND - THEN - - SELE

CT-OPTION: +OME: AT+ THE+ NENU: +PAGE + hND +
WHATEVER. -NUWBER - THE -LAST - FILE - FINISHED
/AT, »THAT= 1§+ -WKERE - - ¥0U- ¥0U ‘NILL*;

(Fjtq) 259 /FRINT®:START-FRON"

{JjBu} 308-PEN:21LOCATE-?,23:PRINT"(( PRESS AN
KEY-FOR-MEND:))*

{MpAt) 318.CALL.£5B18:C0T0-08

{Eatr) 320-RDN-Entering-Data

{Mahw} 330.CLS:PEN.2:FPRINT.STRINGS(48,251)

{inBg} 348-PEN-1:LOCATE- L1, 3:PRINT™{{ ENTERING -
DATA-))"

{NjBk} 350-PEN-2:LOCATE-1,5:PRINT-STRINGS (40,25
B)

OtwBs} 368-PEN-1:LOCATE.?, 7:PRINT*PRESS - [RETURN
1-10-DD- INPUT*

{Dtax) 378-NINDOBL, 1,48 ,22,25:CLS8L

{AgAu} 388-PRINTAI,STRINGS (40, 140)

{B0Br) 398-LOCATE 4, 24:PRINT* VALID -NULTIFACE AL
PHA - NOMERTCAL ="

{0tBs) 40@-PEN-2:LOCATE-4,25:PRINT"A-B-C-D-E:F-
=01 8345670

{Gphs) 418-WINDOWNZ, 1,40,9, 21:CLS2

Ofkho) 428-TOR+b=1:10+268

{Cafx) 439 IF LI (nane$(5)))8: THEN 490

fkhx) 448-PRINTHZ,"CAT-NUMBER-*;b;"=*

{Dsfx) 458 INPUTHZ, "NAME -OF «GAME -+ -2+ " ,nane$(h)

{Bafw) 468+ IF nane$ (b)="" . THEN 508

{3pB1) 478 INPUTH2, "ADDRESS-&-POKI - 1" ,poké (h)

{ALB1} 488 -INPUTH2,"EFFICT-OF-POKE:::", efcS(b)

Mk} 438 NEXT

QlvBg) 598-CLS:PEN- 11LOCATE 13, 5: FRINI"NO - NORE -
ENTRIES®

GECT) S18-LOCATE-2,7:PIN-2:PRINI"DO - KOU-NISK

BASIC tutorial... BASIC tuterial...

As | sald last month, just about the most important concept in programming

- programming with any language, is the loop. Without it, erations, (processes
Mﬂﬂuﬂ-ﬁdhﬁhhmmmmmm
they were needed. Let's look at an example.

Say you wanted to collect medical history information from new hospital
patients. Sounds like a perfect job for a computer right? A set of sensible ques-
tions would guide both questioner and questioned through standard medical
history, enabling doctors to determine what state a new patient was in.

But without some kind of loop to ask those questions, the input statements
would have to be written over and over again for each guestion - what a drag!

Which is where the loop comes in...

By using a loop, all you have to do is write a one-off code fragment which
handles the questioning. Each time the program needs to ask a question, the
looping lines of question code could be called [‘called’ means to invoke or use a
sub-section of code).

And we could make it even simpler than that! The main program could consist
of the loop of questioning code, and the program would loop around it again and
again until some condition was met, say, reaching the end of the set questions, or
a negative answer to a prompt such as “...continue?”, Then the program could
continue in 2 different vein, maybe calculating results or ending altogether.

See the possibilities?

And now let's look at a practical example using our string counting code from




O+SAVE THIS FILE: (Y/H)";c$

{qBj) 528 c4=INKEYH:IF c$="" THEN 520

{FnBl} 538 IF-ch="y" OR-c¥="1"-THEN-550

{KcB1} 548 IFrch="n" OR c5="N" THEN 88

{Cufp) E50.RIM:Gave:File

{LkC1} S68/FIN:L1:LOCATE 3, 18:PRINT"FLEASE-ENTER:
A +NAME - FOR : YOUR-FILE---"

{Jthu} 570 LOCATE 3, 11:INPUT"=0",d¥

{HoAt) 5BO.IF-d§="".THEN.09

{BoAn} 550 OPENOUT d4

{NsAo} €08 FOR:b=1.10:250

{A1Bj} BLOMRITE#S,names(b) poks(h), efedib)

{Pjhk} 628 NEXT

{J1ko} 638.CLOSIOUT

{(®:Bu} 648CLS:LOCATE 6, 14:FPRINT"({ YOUR FILE-IS
NOW SAVED 33"

{FwCi} 658:LOCATE.L,16:PRINT*PLEASE -PRESS ANY XE
¥ 10 RETURN-TO -MENL®

{JiAs} B0 .CALL &BB18:GOTO. B8

{GrAq} 678 REN:Load -File

{Lpfw} 609-CLS:PEN.E:FRINI-SIRINGS(48,251)

{01Bp} 699+FEN:1:LOCATE.12, 3:PRINT*{( LOAD -A-FIL
Ent

{NjBj} T00FEN:2:LOCATE1,5:FRINT STRINGH (40,250
)

{BaEj} 710+PEN«L:LOCATE:L,7:PRINT® « - FLEASE - - NAKE
+SURE+ Y0U  -HAVE - INSERTED - - »  THE  CORRECT »
TAPE/DISC MHICH - CONTAING: -+ THE FILE-YOU
HANT - TO+LOAD."

{GuBs} 720+PEN:2:LOCATE7,12:PRINT"PLEASE NAME T
HE+FILE. 10 :LOAD"

{HuRu} ?30:LOCATE:?,L3:INPUT"=-", 04

{Frat} M0:IF e$="" THIN B0

{CnBs} 750.PEN+2:LOCATE 6, 15:PRINT"{{. YOUR FILE-
T5-NOM-LOADING - 2 )"

{Dyhn) TED-OFININ:e$

{Bl&p) 770.FOR-b=1-T0.250

{CiBj} 780+INPUTHI, named<b), poki(b) efci(d)

{IuRk)} 790.NEXT

{Iphn} BBACLOSEIN

{EkBr} 810/ LOCATE 6, 15:FRINT®«{{sYOUR-FILE IS MO
H:LOADED:)»"

{GuBs) B2A-LOCATE-7,20:FRINT"({-FRESS ANY KEY.F
OR:NENU )"

{IlRs} B3A.CALL-ABE18:GOTO 60

{Cofq) B48.REM-Search -File

{Guéx) B58:CLS:PEN-2:PRINT.STRINGE(48,251)

{AnBp} BGA-PEN-1:LOCATE 12,3 :PRINT"C(.SERRCH.A-F
ILL- "

{GjBj} B78+PEN.2:LOCATE 1,5 PRINT  STRINGS (48, 250
]

{EtBs} B60:LOCATE-8,5:FRINT™{.PRESS - ANY - KEY -NHEN
READY: )

{KvBg} 83@.FEN:1:LOCATE«2,10: INPUT «"N&ME - T0:FIND
oi"ifind$

{CxAy) 900.IFFind$="" THIN.02

{CnAv} 910 MINDOME4,1,48,13,25:CLSM4

{Kjkp} 320.FOR:b=1:10.250

{Gqhk} 33010

{BpBl} 940 f=INSTR(f+1,LOMERS (nane$(h)), LONERS (I
ind$))

{EjAg} 950.IF F=0.THEN..900

{EnBn} 3E0-PEN.Z:PRINTBA b;nanef(h) ;" *;peks(h)

{NsAt}: 370-PRINT®4, TAB(4) jefck(h)

{Pofn} 380-GOTO- 340

{GiAk} 350.NEXT

{Omfo> 1668 FRINTH4:PRINTI4, " SEARCH  FINISHED®

{DkAt) 1818 CALL-&BBLE:GOT0:88

{Mpir} 1020 .REN-End-Progran

{BnAv}> 1038 CLS(PRINT STRINGS(48,251)

{BaBt} 1048 FEN:L:LOCATE:12,3:PRINT™((.END.PROGR
AMs3"

{LiBj} LB5 PEN 2:LOCATE L, S:FRINT -STRINGS(48, 25
3]

{HiDn} 1868 FEN:L:LOCATE 3,5 FRINT"HOW DO« ¥OU-NI
SH«T0END- THE : PROGRAN® : LOCATE - 3, 11:PRINT
*EITHER BY.-"

{GqEn} 1878 LOCATL 5,13 :PRINT®1, RETURNING-TO BA
SIC*

{Cubw} 1088 LOCATI-E, 14 PRINT™ (WITH-PROGRAN STIL
LIN-MEMORY )"

{LpBr} 1680 LOCATE.S,17 PRINT™2, RESETING:THE MA
CHINE"

{fnBa} 1100-PEN:2:LOCATE-2,13:PRINT"PLEASE- SELEC
[.l

{FsBi) 1110:gF=INKEYS IT-g$=""-THEN.1118

(EpBo) 1120-9=VAL(g#):IF+9=80R-q02-THEN 11228 EL
SE-1138

{alks} 1138.0M:-COSUB-1148, 1158

(PtBq)} 1048CLS:BORDER-LiIMK-@,1:INK:1,24:FIN-1:
IND

{IjRm} 1158-CALL-D

{IoBt} 1LE@PRINT®SORRY : THERE : IS ANY ERROR: IN:LI
NE® ; ERL :END

LEDGER

When home computers first
y became available to the great
unwashed (e you lotl, many self-
shyled experts decided that the
machines must be put to sensible uses - teaching
the kids, tracking your finances and generally help-
ing out around the home. Having fun with your silicon
was considered irresponsible,

They were wrong of course, as tme and ten
thousand or more games have proved

But computers are perfectly adapted to shoving
around otherwise incomprehensible figures, and Paul
Hefferman's Ledger is here to show you why.

The program enables budding bilionaires to
keep an eye on expendiure by prowding an on
screen ledger showing input and expenditure. You
can open as many ledgers as disk space allows, edit
and print them.

{Left) 18+':Ledger 1991 Paul Heffernan

{IaEr) 20-DIN-nB(12),inc(2R),inck{2B), expend(28)

{EnBj) 30+MODE.2:INK.D,26:INK:1,8:BORDER. 26

{HiCk} 40-INPUT-"Load-COpening Balance or new Ope
ning-Balance: (Press N:for new-balance)®;
at

{0rD )} 50:+IF UPPERS (a$)="N" THEN INPUT " Sun-of n
oney' " ;bal :OFENOUT-"balance®™ (MRITE #9,ba
1 1CLOSEOUT

{JkBq} 6O:OFININ:"balance":INPUT-#9, bal:spzbal:N
16=hal

{BqBu} T:DATA:Jan,Feb,Mar, dpril May,Jume, July, A
ug, Sept,0ct Nov,Dec

{IuBp} 88:TFOR-p=1:10:L121RCAD A% ind (p)=ad (NEXT :n=
1

{BpAn} 58:MODE-2

{IkBj} 100 LOCATE-L,1:FRINT "Month::";n$(n)

{LpAw} 119.LOCATE-20,L:PRINT-"Title.";t$

{PxBv} 120-LOCATE-58, LiPRINT-"Balance: " USING-"§
B, " bl

{PoBo} 130-LOCATE-1,2:FOR-p=1-10-88:FRINT. "~
" INEXT

ﬂ'ﬂq} lﬂ—lllm-l.ﬂ;ﬁd

{AkBs} 158 LOCATE38,2:PRINT*Nenu® :LOCATE 38, 3:
FRINT."----"

{H1Ba} 16@-LOCATE.32,4:PRINT.*1. -Change Nonth"

{MwBjr 178 LOCATE-32,6:FRINT-"E. Enter Title"

{OvBa} 108+ LOCATE-32,8:PRINT-"3. Enter/Edit-Ledg
“l

{ApBk} 199.LOCATE.32,10:PRINT-"4, -Save Ledger"

{BuB1} 208 LOCATE.32,12:PRINT "5, Load Ledger®

{DbB1} 218-LOCATE-32,14:PRINT-"6. View Ledger"

{IgBa} 228 LOCATE-32,18/PRINT-*7. Print Ledger®

{AsBk} 230-LOCATE-32,18:INPUT-"Enter ne."in

KqBn} 248-0N'n-GOSUB 260,310,338,650,770 622,30
B

{hqhm} 250.G0T0 30

{LaCp} 268 CLS:MINDOW-1,88,25, L:FORp=1.T0.12:L0
CATE:36,p+5:PRINT piné (p) 1NEXT

{CwCq} 270 WINDOW: 1,608,285, 1:bal=g:LOCATE 58,1:FR
INT-"Balamoe " jUSING - “SSES0EEEE, 81" bal

BASIC futeorial... BASIC TUTORIAL...

last month. This is what it looked liked:

10 REM This is a program to count the characters in a string

28 INPUT "Please type a string"; 44

30 PRINT "The string "“A$"' is "LEN (#%) "characters long."

10 REM This is a program to count the characters im a string

20 FOR CNT=1 to S
0 A=t

40 INFUT “Please tupe a string"; AS

60 NEXT CNT
R

You'll remember that if we wanted to use the program a second or third time, we
had to run it again. Let's suppose, though, that you know exactly how many strings  Regular readers will remember their brief introduction to the FOR ... NEXT con-
struction in the first instalment of the BASIC tutorial, but this is the first time we've
used it in anger, So what's happening?

you want to count, Here's how we could use a loop:

58 PRINT “The string "A$"' is "LEN (R$) “characters loms."



{IxB1} 288 LOCATE-35,20:FRINT -"Enter -nonth no.”

{CqBa} 29 LOCATE-8,1:INFUT m:IT-m{lOR-m}12-TH
IN.298

(Nufn} 308 COSUR- 58

{HiBq} 318:CLS:MINDOM-1,80,25,1:LOCATE 26, 1:INP
| E £

{Maka) 320.COSUE- %

{Gubn} 338-inc$(1)="0pening Balance®:inc(1)zbal
tak47=bal :CLS :MOUL-320,0:DRAME -8, 378 : W00
E+325,0:DRANR 8,370 :MOVE- 315,08 : DRANR -8, 3
"

{LuCp} 348 LOCATE-1,2:FRINT:"0pening-Balance ®;
‘LOCRTE 27, 2:PRINT  USING . "SEEEEEEE, . 53"
ihal

{Jqfn} 350 spzhal

{Pnbg} 368:FOR-p=2+T0 2B:LOCATE: 1, ptl:scszined(
prisc=ine{p) 1 INPUT-"", inc#(p) :IF: incé(p)
="%":THEN: inc¥(p)=""1C0T0. 350

{HtELY 361 IF-imcsCp)=""-THEN:incé(pl=scé

{Cnbw) 362:IF:inc(p)=B-THEN: inc(pl=se

{Créx} 379 LOCATE.27,p2L1INPUT.*", inelp)

{CnDi} 360 LOCATE I, p+L:FRINT - incd(p); rrerovns
":LOCATE-27,p+1:FRINT - USING"$3ER330E , .4
#"; ine(p) NEXT

{LiEp} 390+y=L:FOR-p=1-1020:LOCATE 43, p*L:5cd=
expendd (p) isczexpend(p) :INPUT-*", expend$
(p):IF rexpend$ (p)="#" THIN expend $(p)=""
1e0T0. 428

{pBq} 381.IF expend§ip)="" THEN -expend §(p)=secé

{BaBn} 332:IF expend (p)=8: THEN: expend (p)=sc

{0sBj} 480-LOCATE 68, y+1: INPUT-"" ,expend (p)

{AdDu} 410-LOCATE-43,p+1:PRINT: expendbip);® -+
ven ™ LOCATE 69, p+ L:PRINT - USING " B8 H43
B, 0" jexpend(p)iy=y+1:IF-y=22- THEN (LS

{Cmfn} 415-NEXT

{KsBu) 420-v=0:FOR p=1:T0- 1888 v=v+inc(p):IF+in
c{p)=B-THEN-430-ELSE NEXT

MiCk} 430:b=0:F0R c=1-70+1008:b=b+expend(c):IF
sexpend{p)=8 THEN 448 ELSE-NEXT

{AnCv} 448-IF :c)p-THEN :LOCATE-27,c+4:PRINT " ---
seseeceee-®sLOCATE 68, ct4 .FRINT .~~~ ~-—-

{CrCu} 450-IF :pic THEN LOCATE-27,.p+4:PRINT " ---
--------- *:LOCATE:68,p+4 :PRINT . " ~—-----

{EsCt} 460+IFp=c+THEM LOCATE-27,p+4 :PRINT ®=--
sesmmseeas®  LOCATE 68,0+ 1PRIN] . ® == ==~-

{Dohv} 478-IFv)b-0R - v=h- THEN-538

{Brat> 4068-IF-bdv-THEN G518

{IgCq} 430 WINDOM+1,88,25,1:bal=g:LOCATE.50,L:P
RINT-*Balamce " ;USING - "$S#SEHE8, . H" 102
1

{IaBj} 495 IF-protré="0KAY" THEN:RETURN

(FICr} 508 WINDOM:1,88,25,1:LOCATE 28,2:FRINT."
Press-any-key-for-nenu® ;MHILE . INKEY $="":
MEND

{OnBv} 518 LOCATE:1,2:FOR p=1:T060:FRINT."~
"3 (MEXT WINDOW-1,80,25,3

{Eufr} 528 -sd=bal:REETURN

{feCi} 538 IF-c)p-QR-cp- THEN -LOCRTE - 27, c#5:FRI
NI USING"SHBEEERES, #" v

{IuBx} 548 IF-phc-THEN-LOCATE-27,p+5:FRINT-USIN
CUREEEEEH, H"

{EkCj} 558 IF:c)p OR-cxp: THEN:LOCATE - 68,c+5:FRI
NT-USING SRS808EE0, M " v

{N1EBx) 568-IF-p)c-THEN-LOCATE68,p+5:PRINT-USIN
ﬂ'ﬂﬂlﬂﬂuﬂ":u

{MuDa} 579:IF.c}p OR-c=p THEN-LOCATE -43,c+3: PRI
NI:-*Closing-Balance "3 LOCATE-E8,c43:PRI
NT-USING BB, . H";v-D

{IqD1) 588IF -p)c: THEN:LOCATE-43,p+3:PRINT-*Clo
sing=Balance-"; :LOCATE -G8, p+2:FRINT - USIN
CURRENE, M7 v-)

{FIAl} B50.g=v-b

{fmAn} 680-GOTO 450

{CevCi} 618.IF .c)p-OR-c=p  THEN-LOCATE27,c45:PRI
NT-USTHG ERREEREEE, .H" ;b

{NtBx} 628.IF p)c-THEN:LOCATE-27,p+5:PRINT-USIN
G HEREEHEE, . H" D

MkCj} 638+IF:c)p+OR+c=p+ THEN-LOCATE 68, c+5:FRI
NT-USTNC EEEEEREEE, B" b

{InBx}> 848+IF p)o-THEN LOCATE 68, p+5:PRINT USIN
C"HIHE, B )

{JxDn} 658IF cdp 0K c=p - THEN LOCATE -1, c+3:1FRIN
T:*Clesing:Balance:"; :LOCATE 27, c#3:FRIN
T USING"SHEa08888, . 50" ;B-v

{0obn} 660+ IF p)o THEN-LOCATE 1, p+3:FRINT-"Clos
img+Balance " ; :LOCATE 27,p+3:FRINT - USING
"HEEEE, M by

{CxAn} 678-g=v-b

{DvAn} 680-GOTO-438

{NtBv} 638 CL5:CAT:INPUT-"Filename::",{§:IF-LEN
(1§)(1.OR-LENCE$)}B-THEN-50

{Cafn} £85-akd7=bal

Nviw} T8 OPENOUT - £4:WRITE #9,n8(n),t¥,bal

{BqBi} 718:IF:chp THEN-MRITE-#3,cin=c

{IxBi} 728 IF p)o THEN -MRITE-#3,pin=p

{Imbw} 738:IF ccpTHENMRITE#3,c:ncc

MrCk} 748 :FORp=1:T0.20MRITE 83, inc(p), incs(p
), expend (p), expend $(p) (NEXT

{Mphal} 758.CLOSEOUT

{Hufn} 768-COTO-50

{FnBu} 778:CLS:CAT:INPUT-"Filename::",{§: IF-LIN
(£$){1-0R-LEN(F$))8-THEN 90

{Nshv} 782 OPENIN-£5:INPUT-B9,a8(n),t4 bal,n

{GuCk 759 -TOR-p=1-10.28: INPUT-#9, ime(p), incS(p
), expend (p) , expend$ (p) tNEXT

{Ipin} 820.CLOSEIN

{Egén} 810-GOTO- 38

MnCa} y=1:CLS:MOUL-320,0:DRANR 2, 370:M00E. 325,
B:DRANR -0, 370: MOVE - 315, 0:DRAMR -2, 370

{Dals} 838 bal=spiLOCATE 1, 2:PRINT-"Opening-Bal
amce " :LOCATE-27, 2:PRINT - USING - “SiS 854
i, 1"

{IaCt) BIS.LOCATE-43, 2:PRINT-expend§(l);®scvet.
" LOCATE . 68, 2 :FRINT - USINC" H 4340080 , .0
1" ;expend (1)

{Griq} 840:FORp=2:10.20

{Bgkn) B45.IT.y=22. THEM GOSUE. 2000

{Brin} 846:y=y+l

TiBg} B4T IF+ine¥(p)=""AND expend$ (p)="" THEN
-

{OqAt) 848-IF-inc(p)=0-THEN 855

{TiCr} B58-LOCATE1,y+1:PRINT-incs(p); senssess
*:LOCATE 27, y+1:PRINT USING™HEREEHRHL, .4
#;inc(p)

{C1éx) BSS-IT-expend(p)=A:THEN. 855

{FwCv) €68 LOCATE 43,9¢L:PRINT expendf(p)® v+ +
+o oM sLOCATE - 68, g+ L: PRINT - DS ING " HSEHENS
§, B jexpend(p)

{lwkk} BES MEXT

{Jufs) E88:nbi="Y":COSUB-420

{JsBi} 885 IF-protr$="0KAY"  THEN RETURN

{JsAs) B9D.bal=sd:C0T0-50

{DwBk} 308 protré="OKa¥" :COSUE.£23:FRINT-#6,*"

{KeCl) 991 x=1:1=1:FO0R-p=1-10-2988: LOCATE x,1:¢
$=COPYCHRE(#E) :PRINT - 08,44 sx=utl

FkBo} 302 IFw=BL-THEM-x=L:1=1+1:FRINT B§,""

{PrAl} 303.MEXI

{0qfv} 918-x=1:1=3:F0R-p=1-10-22580

{FjAw} 328 LOCATE x, l:x$=COPYCHRS(#0)

{FkAp} 338.PRINT-38,x$;

{CuBg) ¥48:x=x+Ll1IF x=81 THEN-x=1:1=1+1:PRINT-#
g,

{OwAt} 358-MEXT:IF-p)2lx8d- THEN-258-

STAR DODGE
Here's an absolute corker! Star
Dodge, ke all the best games, is
the simplest of ideas coupled with
the funkiest of fast gameplay to
provide a spacebased thrash that will keep you
playing long after the rest are gathering dust at the
bottom of your toy-box.

Play area consists of star field dotted around
with killer meanies (asterisks aciually, but use your

BASIC fviorial... BASIC tutorial...

Well, line 20 is saying: | want to loop around the following code 5 times, so set  CNT (currently equal to 1) and loop again. BASIC follows this instruction and zips
up a loop counter called CNT (the shorter a loop counter the better — I'll tell you  back to line 30 (NOT line 20. We dont want to reassign the loop counter all over
why later - but do keep 'em obvious) and specify how many times | want to loop.  again else CNT will always be one and the loop will be endless!).

Got that? And on the process goes. BASIC remembers what CNT equals and after each

BASIC now knows we want 1o loop five times. So let's start looping! time through the loop increases its value by one until the value equals six [not five,

Line 30 ensures that there's nothing in the string variable AS and that its made  Otherwise we'd only go around the loop four times...). When that happens, the loop
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null again after sach progression through the loop. ends and the rest of the program s processed.
Lines 40 and 50 are our standard input prompt, variable assignment and cal- You can check what's happening to that loop counter by adding the line:
culations.

Now here comes the second part of that FOR ... NEXT loop construction. Line 55 PRINT CNT

60 says: Fine. We've done our stuff once, let's run through the next occurrence of




imagination, OK?). You have to cross the star field
without hitting the meanies and squeeze through a
black hole at the far side of the screen.

The trouble is, your ship moves diagonally
across the screen at a tremendous rate, and the
only way to keep it from hitling anything is to alter
the direction of the diagonal with the space bar -
it's fiendishly difficult and very, very addictive. Don't
believe me? Try it for yourselves! Just goes 1o show
that sometimes the simplest ideas are the best...

Star Dodge is the code of a clever chap by the
name of Graham French, Well done young Master
French, twenty quid's winging its way to you as |
write,

{hofu} 10+ "%« «STAR DODCER v+ « 14

{lofs} 20."%&:G, French-(14-2-92) - u

{Bshj) 30.'

{Kvho) 40w SET . UP 2%

{FiAr} 58.-DEFIMI.a-z:GOSUB-1110

{Tshul H*Dil-lpﬂ; 'Lmim‘l:lsr'llﬁ

{Ptaq} 78 "#eINSTROCTIONS %

{Evhs) 89-MODE:1:fin-B:q=5:sp=0

{DnBj} 90 INK.D,0;BORDER B:INN.2,26:INK 3,8

{AmAt) 100+ INK:1,21:SPEED INK.2,10

{GkBo} 11@-a$="StarDodger®:a=17:y=1:GOSUR 1168

{FaCl} 128+a8$="Avoid the killer Asterisks, and:
seek-the® 1a=2:y=5:605UB 1162

{MsBu} 138+a$="wondrous Nextscreen:Cap."ia=181y
=6:GOSUB - 1168

{¥wBo} 140.28="Use SPACL-to-olinb":a=131y=13:60
SUB- 1168

{IJCi} 15@-a#="Do-you-wank-the:slou-speed:¥/N*;
=81y=16:GOSUR- 1168

{AmCt) LEB-a$=UPPERS(INKEYS):IF -a$="1" THEN sd=
1+ELSE I :a$="N"-THEN -5d-8 ELSE- 168

{Hk#n} 178-GOSUR 550

{AkAv} 168 #x GAME-SCREEN-#+

{AjAt} 199MODE:1:9t-228:yb=172

{BoBk} 20@.DRAMR 62,8, 2:DRANR-8,178:M0VIR 8, 62

{JkB1} 210-DRAME -0, 163;DRAMR--623,0:DRAMR B, -
399

{¥mBJ} 220 DRAMR 8,2 :DRAWR 627,0:DRANR 2, 168

{GxB1} 238-MOVER -2, 58:DRAMR -2, 167:DRAMR--625,0

{PJB1} 240 DRAWR 8, -
399:MOUE- 636,08 ;:DRAM 636, 393,3

{AuB1) 260-MOVE.636,0:DRAN-638,3881PLOT~1,~1,1

{HrBs} 260.IF q) =45 THEN INK.L,21,0:sp=sptl:SPE
ED:INK:3, 145y

{Lqfx} 270 IF sd+THEN+d-3 ELSE-d~4

{DkAr} 268.THG:TOR 5=1.10.q

{Dufw) 290-MOVE - SB+RND#SEL, 28 +RND3IEL

{MiBk} 300.PRINT®="; :NEXT:TAGOFF :NOVE 0,280

{AtBn} 318-IF g} 55-THEN -EVERY 25,2 -GOSUB. 1238

{KuAl} 3E0-dd-d

{J1Ar} 330+ ° %% THE - CAME . %%

{Bghp} 340-DR4MR-dd, 4,2

{IoBo} 350+IF INKEY(47)=0+THEN+d=dd ELSE d=-dd

{BtAq) 360:t=TESTR(2,4/2)

{Hshu} 370-IF t=L.0R L=2.G0T0 410

{JtBo} 368IF £=3.THEN.50UMD-1,58,158,158,1,1:60
16:516

{LxAw} 390-MOVER--23,-4/2:1G0TC-348

{KqAs) 400 wk-HIT SUMNIT’ ‘NASTY wen

{MoBj} 41@-i-REMAIN(2):50UND.1,@,158,15,1,, 31

{DvBj» 420+BORDER: 26 :INK-@, 26 INK 1,8 INK:2,0

{NtAq} 430.INK-1,21:INK.2,26

{OmBk} 440+MODE: 1:BORDER-@: INK-8,8:s0r=(q/5)~1

{HjBu} 458:a$="Y0U MERL-ZAPPED:BY A KILLER:RSIE
RISK":a=4:y=L1COSUR- 1160

{BuCk)} 460-a8="Number-of -screens-conpleted .= "+
ETR$(scr) a=Bry=131GOSUR- 1168

{Asfm} 470-GOSUB-550

{PsAv} 409 IF-scrdh(6) . THEN.GOTO 520

{Gthp) 498 fin=1:C0T0+ 608

{PoRs) 508.'%x.COMPLETED  SCREEN « m¢

{Oofis) S18/MOBE:1/i=RENAIN(E)

{N1Bu} 528:a$="YOU-MADE+IT: THROUGH: THE - KILLER: A
STERISKS" 1a=21y=11GOSUR - 1160

(L jBu} 530.a$="5tand by-for Screen -"+STRE((B/5)
#1)raz1lsy=13:GOSUE- 1160

(Fifu) 548 GOSUB-550:q=g+5:G0TO0 190

{GIBI} 558-a$="Press-any-key:bo-continue.”

(CiAv} 568.a=9:y=25:COSUB-1168

(Mafx) 578 WHILE. INKEY$()*" {MEND 1 CALL 4BB18

{Fvin)} 588 RETURN

{Fshx) 598 "% ENTERNANE- INTO - HALL « OF « FANE - %%

{Xqfv) 608 MODE B:5=2:EVERY 6-GOSUB. 1060

{Ouks} E18 EVERY.3,1-GOSUE 1070

{HqAt) 620 IFfin-THEN- 820

{PkBk} €38 FOR'n=3+T0+15:INKn,@:NEXT:PEN-1

{RiBj} E48-LOCATE 4,1 :PRINT"#w: MELL - DONE - #5"

{Exfs} E58.INK.2,26:FEN:2:PRINT

{MqBX)} 668:PRINT"-YOU-ARE-ONE.OF - THE " {PRINT

{Eréx} 678 FRINT®+-BEST STARDODGERS: * :PRINT

{GjAw} EB8.FRINT"-.IN.IHE.UNIVERSE."

{Inks} 692-a$="ENTER-YOUR NANE"

{KnBj} 708-PRINT:PRINT:PRINT:FRINT-TRB(3);

{Lafv} 718:2=3:FOR n=1T0 LENCa¥)

{K1Br} T2@:x$-MID$(a$,n, 1):IF x4=" " THEN:FRINT
"0 G0T0. 740

{Nubr} T38:PIN z:FRINT -x#;:2=1+1

{PaAj} T48:NEXT

{GjB1} 758-LOCATE-7,15:PEM-2:PRINT"}------ {"

{EpBk} 768:h$="" FOR-n=L-T0 7:LOCATE n47, 1B

{CkBn) T18-a$=UFPERNCINKEYH) s IF-a#="" THEN 770

{Jjfoek 768 IF-a®k=CHRS (13)  THEN n=B:GOT0 838

{0xB1} 798 IF ab=CHR$(127)+THEN n=8:q=1:C0T0.83
L]

{0oBi} 808 IF-a#{" " «0R:a$)"""THEN:T70

{CxAt} 818IFm=7+THEN 770

{Jrav} 828 FIN:1:FRINT-a$; thé=hi+a$

{MqBi} 830 -NEXT-m:IF -q=1 THEM -q=8:G0T0 758

{Mvat} 848 hE(T)zhé1h(T)=scr

{0mBi} 858 w=1:MHILE w:w=8:FOR:iz2:10:7

{GxBi} 860 IF h(i)}h(i~L)THEN-GOSUE -89

{OmAr} 870 NEXT:NEND:GOTO.528

{IpA} BBO-ad=hi(idrazh(i)hd(i)hsli-L)

{PLBj} B30 h(i)=h(i=1):h$li-1)z=ab:hli-1)=a

{Jvap} 980 -w=1:RETURN

{GmAv} 310" ## DISPLAYHALL OF  FAME - 30

{LjBn} 928+CLS:FEN-1:PRINT®™: «%#: THE - TOP SIX - 5"

{Hviw} 930 x=RENAINC1) :RESTORE 950

{OnAw} 948:FOR-n=2 10+ 7(READ«1:INK-n, 1 |NEXT

{Gufr) 958.DATA-6,15,24,21,11,8

{EwBi} 960:LOCATE-1,4:F0R-n=1-T0.6:PEN-ntl

{TiBk}> ST PRINT USING® ¢ +Norvvnrnns \e o hén
), hin)

{Lrfm} 960-PRINT(NEXT

{Dyhw) 399.LOCATE L, 25:INK-8,26:PEN-8

{HnAu} 1808 PRINI"..-FRESS-SPACE-BAR";

{GjAs} 1818 MHILE INKEY${>"" :NEND

{PvBj} 1028 MHILE IMXEYS()" " :MEND:MODE- L

{MoBk} I.HH'm'3;3‘!“'1;“:“'3.“:!“*1

{DjAs} 1B4E x=REMAIM(E):G0T0.80

{Eofis) L858« "ww: INK:FLASH: INTERRUPTS - 24

{Fphw) 10GE.INK:1, INT(RND2E)+1:RETURN

{FsBj) 1879 IF-5) 16+ THEN s=16:18=B1sk=-1

{NlAw) 1098 IF+s(3-THEN.s=3:¢=gL:sk=]

{AgAu} 1098 -THK:5,ki5=545k:RETURN

{D1Aqr 1108« = INITIALISE we

{JsBi} 1118:DIM h$(7),h(7):RESTORE. 1138

{JiBj} 1128+FOR n=1:T0B:READ-h¥(n) hin) :NEXT

ﬂlﬂﬂ lli'ai'.'mﬂﬂl1&1“!1:1!1”‘}']"“":‘
+ SARAN, 4, HILARY, 2

{DpAe} 1148:RETURN

{CjAu) 1158 "% NEGSACE -FRINT ROUTINE  we

{ImBj) 116@.INK-1,21:FOR n=a 10-a+LEN(a$)-1

{Ivfx} L178:LOCATE+n,y:FEN: L:PRINT"#"

{CnAt) 1180:LOCATE-n-1,y:PEN-2

{Owfocy 11508 FRINT WID$(aé,n-(a-1),1):HEXT

{DIBi} 1200:LOCATE a+LEN(a$)-1,y:PRINT" "

{Pkfn} 1210:RETURN

{Brfw) 1220 ' CAP CLOSE - INTERRUPT - e

{NjRp)} 1230.x1=XPO5:yl=YPOS

(XxAu) 1240-PLOT 629,yb, 21PLOT 628, ut

{HaRv} 1258.PLOT-627,yb:PLOT-E27,ut

(GtBa) 1268 ytzyt-2:ub=yb+23:MOVE x1,ul:RETURN

BASIC tuterial... BASIC TUTORIAL...

Now the value of CNT is printed each time the loop is processed.

One important feature that you should bear in mind about the FOR ... NEXT
loop is that it is always traversed at least once. The second important
feature of any loop is that you should NEVER jump out of them before they're
complete. That is, to do this: :

(Although at this stage, it may seem that there'd never be any need to jump out,
and that there'd be no harm if you did.)

There are ways and means to quit loops without sending your CPC running for
cover, and we'll discuss them later.

Back to the loop. You now have a fragment of code which will perform a given
task the requisite number of times without any intervention from you [except, of
course, to type the strings.) Funky, right? But still bare-bones stuff. What happens
if you give the program to someone else and they run it and type in gibberish,
control codes and the like? No problem. All we have to do is add some arror
checking.

But that, says Hammy Hamster, is another story. See you next month.

§5 IF CNT=3 THEM GOTO 2%

What's happening here is that we're checking for some condition within the loop,

then prematurely ending its process and exiting = an indescribably naughty thing
to do for reasons which will become clear as we progress through the tutorials!




1) ELITE
2) F-16 COMBAT PILOT
9%
3) CHUCK YEAGER'S

'ADVANCED FLIGHT
'SIMULATOR

1%

5) ADVANCED TACTICAL

82%

Slmwlators

Whether it's a tank or a plane or a submarine, if you want to feel real,
you need to get simulated (0o-er). ADAM PETERS straps himself into the
armchair, grabs a joystick, and starts babbling on inanely...

When | was a nipper (a couple

of years ago), everyone

wanted to be a train

driver. We all used to rush

around the playground,

waving our hands 1n the air e

and shouting “woo woo". But

hey, everybody used to do

that, right? (No. | didn't = ed.)

(Me neither -~ Maryanne ] (And neither did we. You
must have hung around with some very strange pec-
ple = the readers.)

Ah, well... when | say ‘we' used to rush around
the playground, | mean that T used to rush around
the playground doing that. Everyone else played .
But that's not the point. The pont is that | never
actually got an opportunity to drive 2 train, at least
not until Southern Belle appeared on our coveriape
a couple of months ago.

That's the ace thing about simulators, they let
you experience (to a certain extent) things you
wouldn't otherwise get to try your hand at. Whether
it's fiying a plane, dmang a tank or going on an inter-
galactic space mission, computer simulation is the
way to have a go without hawing to bother with all
the training nonsense, and with no warries about
scuffing your shoes in the process.

Simulators first hit the arcades in the form of
Batltie Zone, which placed you at the contrcls of a
tank, with Iots of other tanks driving around waiting
for you to shoot them. One of the fust Atan VCS
gemes was 2 tank sm called Combat, And then
there was 3D Tank Attack, which went down 2
storm on the early Sinclair machines.

Flight simulators dominate our top ten; there's
six plane games, one helicopter game and a space

There are games that you forget
about within months, there are
games that somehow lock them-
selves into the collactive mamory,
and then there's this: Elite is a
game that gave rise to a cult, with
a massive fan club established

GLELDY

amongst owners of the game. it's

probably the most played CPC
game of all ime, and with every

: 888288 WV
RocTam - 4300

B Aco of Aces and Silent Service - hwo
classic simulators of yesteryear.

ship game. But these are a recent phenomenon. In
the early days fight sims were guite rare, with
Fight Srmulation (the very first fight sm) and
Fighter Pilot being two of the early ZX81 alfars.

It took a few years for fight sms to take off
{pun) in the arcacdes, because originzlly the technol
ogy ust wasn't there. The early home computer
games required a couple of dozen different keys to
control all the different functions of the plane. Such
controls weren't practical on an arcade cabinet.

Today, air combat simulators are one of the
most common types of game in the arcades. The
arrval of virtuzl reality (new games where you are
placed right into the computer environment) signals
the start of a new age in computer simulation.

Arcade simulztors can now be produced that
feel remarkably close to the real experience — flight
simulators that feel exactly ike sittmg n the cockprl
of a plane, and so on. Every year brings new
advancements in the technology of computer simu-
Iation, and pretty soon it will be possble to
experience any war, any vehicle, any adventure, all
from the comfort of your local wdeo arcade..

reason = it's excellent.

As a space pilot you travel the
galaxy shooting down enemies.
The screen view looks similar to
the ancient arcadie Star Wars, but
this arcade blasting forms only a
small part of what is a very wide-
ranging and tactical game.

As well as the combat/Might
aspect, there is the trading ele-
ment. You have to travel around
the universe, dropping in on vari-
ous planets to buy and sell stuff.
The idea is to rise from the rank
of Harmiless (pleb) to the rank of
Elite.

o &P
g‘“-wx“ 5

. All in all, this is an excellently
addictive game with enough tacti-
cal depth to attract even the most
games-shy wirchead, Hurrah!

MY

BUDGET GAMES ﬂ%
e
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BUYERS’ GUIDE

ADVANCED OCP ART STUDIO
Rainbird Software » 128k tape or disk
ES0 » Datel Electronics » 0782 T44324

It is very difficult to summarise the capabilities of
OCP - t's got the lot! For the price you get the
actual program, a mouse, interface, mouse-mat and
mouse-holder, Sounds good so far.

OCP is capable of all three screen modes, and
offers all the usual stuff you'd expect from an art
package, such as lines, boxes, etc. On top of this,
there is a huge selection of window options (includ-
ing rescale), a fast fil routine (both solid and
textured), three scales ol magnification and colours
can be protected, preventing them from being
drawn over, Also, there is a built in fort editor, pat-
tern/brush editor and no less than twenty-five print
sizes! There are well over fifty oplions, it would take
too much space to even briefty list them!

No other package offers as much as OCP, it is
quite nghtly billed as the best art package on the
CPC. Any self-respecting GPC artist should not be
without i.

AMX ART

Advanced Memory Systems

64k tape or disk

Mo longer available commercially
Check out the small ads

Because AMX Art was given away with the AMX
Mouse when it firsl came out over seven years ago,
it does look a Ittle primitive, Its best feature is the
fact that it is very user-friendly, The combination of
simple icons and pullk-down menus means firsttime
users can get into it straight away, without having
to wade through a huge manual.

The canvas very small, and you are limited to
only two userdefmable colours (the other two have
to be black and white). AMX Art only offers the
basic drawing lools and Iitlle else. Don't expect to
find anything even remotely advanced.

Al in all, AMX Art is good for kiddies to play
with, but you should look elsewhere if you want a
decent bit ol power...

GPAINT
Public Domain * 64k tape or disc

Originally imported by Robot PD.

GPaint is the best of the two decent art packages in
the public domain. Although it was imported from
Germany you don't need an | of 6,000 to work out
the main menu. A set of simple icons make each
option easily recognisable, and the sub-menus have
been translated. What else makes GPaint so good?
Well, it is the only PD art package lo work in all
three screen modes, it has an undo function, the
bast text facifity you'll find on any package (be it

art packages

It is blatantly obvious that (along with just about every other area of
computing) the CPC is the best of the 8-bits when it comes to art. There
are three screen modes, it has the largest palette and the best packages.
It may not have the power of an Amiga, but at least the CPC packages
are affordable, usable, reliable (and millions of other words all ending
in ‘able’). TIM BLACKBOND rounds up what is available...

Usod o draw wit, resulting In various

mmmmm m*_

mumhmumn mmn w 1t is 8 feature that sends a  on the CPC, each with varying palettes
features that an art package would bo picture to the printer. Okay, okay, it's  and resolutions. Mode 0, for example,
“MMHMM. CANVAS: The area of the screen that  not that funny... mmmumh--
boxes, circles and other 2D shapes.  you have to work on. Some packages highest possible palette.

let you use the full screen, whilst oth-  FILL: Simply filling a shape with a R7h
BRUSHES: Small images that can be  ers provide a e less. selected colour or pattern. PALETTE: The range of colours a com-



commercial or otherwise), a huge magnify area, a
built in pattern designer and print routine. GPaint
also fealures image enlargement, reduction and
rotation! Is that enough?

GPaint is excellent for the price, far better than
other ‘budget’ art packages.

SMART I
Public Domain » 64k tape or disk
Originally featured on an AA cover cas-
satte, now it's PD!
SmART Il is the second, more advanced, version of
the aptly named SmART, which appeared in the
Typelns pages of Amstrad Action 1ssues 29 and 31.
The package itself isn't amazingly advanced, but it is
still the second best PD art package available. There
are lines, boxes, circles, ellipses, polygons with up
to fifteen sides, two line thicknesses and a solid fil
routine. SmART Il does feature a very clever pointer
control system, The longer you push the joystick in
a direction, the more the pointer will speed up. With
a littke practice, near- perfect curves and arcs can
be achieved with great ease. Because it is written in
Basic, some of the options (eg fil) are a tad slow.
This shouldn't put you off, though.
It lacks a print and text routine, which is a bat of
- a blow. It would, however, be possible use this and
GPaint together in order to get the best of both
‘worlds'

ART THE EASY WAY

John Packham + 128k disk or tape
E£8.95 disk or £5.95 tape

Tel: 0703 402155

60 Hightown Towers, Warburton Road,
Thomhill, Southampton, Hampshire
SO02 6HH

Quite a snappy titie, though not entirely trua. ATEW
has a wide range of oplions, but they are selected
from a separate menu screen which stabs user
fnendliness nght in the back. It's a mode zero pack-
age that gives a smple zoom function, several fill
patterns and a very basic text facility. It can also

handle circles, rays, boxes, lines and a spraycan.

There is one snag - some of the options can
be very slow mdeed. Because it only works with
keys, and you must memorise thirteen funcbon
keystrokes (if you don't want to constantly flick
between the menu and canvas). It also annoying
to have to start a function (eg a line) with COPY
and finish it with the space bar. Fair enough, it is
cheap, but 2 lot of patience will be needed to draw a
really detailed picture.

PICASSO
SD Microsystems » 64k Disk only.
E14.99 disk

PO Box 24, Holbeach, Lincs, PE12 7TJF
Picasso is a relatively new package, and quite a
good one too. There are several opbons, some of
which are not found on other packages, all under a
simple icondriven menu. There are ten icons to
choose from. These are: FILL, CURVE, MEMORY,
DISC, INFO, TEXT, MISCELLANEOUS, PENS, Z0OOM
and EFFECTS. When an icon is selected, a sub-menu
appears, gving a wider selection of options. Curve,
for example, can plot the best arc between three
points, cutting out the pain of doing them manually.
There are four different fill technigues, one of which
uses a “dual pen system to stimulate a sense of per-
spective”. Sounds technical Zoom is also very well
implemented, allowing a 16 x 16 pixel area of
screen to be edited with ease.

n_l_n'qﬂm_h

THE ADVANCED
OCP ART sTupjo

#

Aithough not as fiexble as At Studio,
Picasso is very good. The fact that it is keyboard
only makes it a tad inferior.

PICASSO

Scull SL Exclusive » 64k disk only

S0p + blank disk

Graeme Chesser, 44 Echline Grove,

S Queensierry, West Lothian EH30 9RU

Definitely not to be confused with the 3D
Microsystems package! Sadly, this is really quite
awfull The biggest problem is the fact that the cur-
rent screen is saved lo disk every time an ophon is
selected. This make the package painfully slow and
practically unusable. There are very imited options,
including a fast fill routine.

The only thing that makes this package buyable
is the fact that there is a diskful of utilties with it
{including a nice text editor). Over these utilities, the
author, David Cantrell has proved that he can pro-
gram in machine code. 50 why 15 Ficasso so blitting
slow? It could have been 50 much more...
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Here's a  brlel
salection of some |
ol the oexcellomt
pidtures our read-
ors have knocked
wp with their aorl

all from
Studio. See page

11 for mors infa
and the latest ples.




The Incredible Hulk says: “don’t go
green with envy, dudes - get your
own copy of the splendid August AA.”

Day Trip to Boulogne

There are loads of CPC games on sale
in France that never make it to these
shores? So how can you get hold of
them? A day trip to France s
like a good idea.
Adam and Rod
hit the side
streets and the
hypermarkets of
Boulogne in :
search of software - read their spe
report next month.

Indiana Jones
and the Fafe
of Atlantis

In Action Test next
month we run our eyes
over US Gold’s new 3D -
exploration game. Action Replay
takes a look at Castle Master, Crack Down
and Spellbound Dizzy, amongst other
things. And that’s not all (but it's all we
know at the moment).

Plus A brilliant

BRI RSt S T R s e e

' cdon't miss i '
. on't miss it!

| AmsTRAD AcTiON recently overtook Freshwater Fish Weekly I
in the best-sellers charts. Don't let a freshwater fisher beat you

to the last copy of next month's AA at your local newsie. Hand
this coupon 1o the dude behind the counter:

I Most excellent newspaper and periodical vendor, ya boo sucks to all those
| freshwater fishers! Please reserve Amstrad Action for me every month,
| beginning with the August issue, oul on Thursday 16th July (maybe).

..........................................................

1
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Franpee
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The heat is starting to get to
us... Look out for
Doctor Fegg on
programming,
Professor ¥

Waring on all

4 things techni-
cal, Captain Lawton on
the availability of disk
games, and Inmate Peters
on the piracy con. Phew,
what a scorcher!

A Lot to Learn

It’s our last ever Buyers’
Guide (sniff). We end it in
style though, with a
detailed look at al the
educational software out
there for your machine
PLUS the Balrog’s guide
to all the best adven-
tures, role-playing games
and strategy games you
can buy.

h'irur,_

Tefris clone on the

covertape (ha ha, Gamehboy dudes)

A simple memory test for you this month, read-
ars. Who is this man, what 1s he dressed
like this for, and what advice would
you give hum based on this photo?
Jot your answers down on the
back of a postcard or sealed
down toupee, and send it to:
Back Page Compo (AABZ),
Amstrad  Action,  Future
Publishing, 30 Mon-mouth
Street, Bath, Avon BAl ZBW.
Closing date: July 16th. Prize;
£10. We'll let you know next
month who won last month's
capbion competition.




——— OW A TOTAL MOUSE/
- GRAPHICS PACKAGE
- FOR YOUR
AMSTRAD
AT A TRULY
NBEATABLE
PRICE!!

Cp Iy
.'.'....!-‘J:*'Ellﬂilf-hhh CDMPLETE i = =1
witH  Eeae===

232052 SPECIAL OFFER PACK!?!
# Genius Mouse is a high resolution two button mouse featuring optical counting,
teflon guides, microswilches, rubber coated ball and high quality interface.

# When combined with OCP Advanced Art Studio this graphics package is quite simply
the best system available.  The features are unmatched...

® Create an mage - shrink it expanid-.anove |1 rotate 1, copy G colour (L, ete,, el

Spray patterns or shades, make clastc lines - stretch and manipulate shapes,

TAPE OR DISK FOR 464 OR 6128
(PLEASE STATE WHICH
REQUIRED) N.B. 464 NEEDS
DK'TRONICS 64K RAM PACK

Zoom in to add detall in fine mode. ®  Full oot and paste lacilities plus exeellent printer suppor
Pulldown flcon driven menus lor case of use, 8 Mouse operation, plus joystick and kevboard control.
16 pens, 8 sprays. 16 brushes - so flexible anyone can create superb graphics easily.

COMPLETE WITH MOUSE INTERFACE ONLY
® The Genius Mouse Graphics

System comes complete with the £49.99 FREE!

hi:'i-:-':u] t."-r".ll;ll:ll.';l' |.Il-t.:ljh:l‘q' to allow TOTAL PACKAGE House “AT A“D
& Attractively sivied to match IH«;!"::::;%%:H;::‘"H.EI::&“ MOUSE HOLDER
1_,iu.ur ln-'il:r l|:|l:_‘.'l|x|.|'1:-[|l.-.|| anl STUDIO PLUS FREE MOUSE MAT (WORTH C12.99)
colour, Simply plugs into AND HOLDER WITH EACH PACKAGE

Expansion /Joystick port

LC 200 O R PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

® The Star LC200 Colour Printer not only prints in Near Lelter Quality lor vous-reffular jobs but also
prints oul your pictures from Art Studio. ete.. in genuine colour! g

® LC200 is a full Centronies printer so it works with other oonpriiers (Amiga, ST. ete.).

® Made possible by Datel's unigue colour printer debver - now you can have a hardeopy In up to 16
molours!! @  No more (o buy - justplar it and print!!

PACHKAGE INCLUDES... STAR LC200 COLOUR PRINTER RRP £299.00
CENTROMNICS PRINTER LEAD RRP £9.9%9
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP C15.99

HMORMALLY £327.98
COMPLETE PACKAGE NOW ONLY £239.00 /

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
® Il you already have an LC10 or LC 200 Colour Frinter we can supply the Driver separately.

L 3 Hh::]l]r |||11-1,' i Imemory 1'1||-.II:I!N1I:I|1 glves Inslant extra e ry .
@ Features bank switching soltware for casy use by the pragrammer ‘
or for use as a data slorse area

@ Ideal for use with the CPM 2.2 cic

® The soltvare also [eatures some extra BASIC commands.
® G4K unit expands 464 1o 128K. H E “ 0 ‘ f

@ G4K unit brings 464 up to CPC 6128 memory confliguration :
making a much larger software base avatlable,  Will work straight ofT ANSI“N
with many programs destgned for this unit (including OCP Art Studio .

see Ad.)

® Bank switching done .|III:I':||!'..1.III'.|H_I|. ||_'|. soflware [casseite 464)

ONLY £49.99 ssxronass

D GET YOUR ORDER FAST! |DATEL LONDON SHOP
rs} cReDIT cARD ORDERS ([N B 0 B

D WITHIN 46 Hrs. ALL CHEQUESPOSTAL ORDERS MADE PAYABLE TO -

ELECTRONICS —

M HIAL ESTATE, FENTON, STOKE-ON-THENT,
222, TOTTENHAM COURT RD,
LIMITED CHNICAL/CUSTOMER SERVICE 0782 744324 LONDON, W1. TEL:071 5806460
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-*  But not now that they've been evicted!
Morticia, Lurch, Granny, Pugsley and

Wednesday have gone back to their

* creepy abode Lo regain possession.

ey e e Npookis! (qmihy aromnd

' But not now that theyse disappeared!

= ones in their spook)y mansion house.

ATARI ST . CBM AMIGA
IBY PC & COMPPATIBLES

| As Gomez you must find your loopy loved |

¢ Yhey have te ookiet, riends eyer
s | ¥ But watch out for Tully - he plays mean.
= | 1§ Tully is the trecherous lawver intent on

| | stealing the family fortune and whe has
' many a dirty trick up his sleeve,

e dace v e

\nd you'll be hh:lklll ratthin' and rollin'
when the spikes, monsters and ghosts save

= he last one for you! If you solve the puzzles

and follow the clues you might just save
the Addams Family so that they can...

ol e 2o i ol
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